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SliWnMMSS; 

THE FUR FLIES AGAIN 

Hot, and I mean burning, from the winter CES 
show in Las Vegas flies in Fox Mcloud in the 
long-awaited sequel to what is surely the best 
shoot 'em up ever. With more friends, bigger 
weapons, badder graphics and enhanced 
gameplay all powered by the latest in FX tech¬ 
nology, Starwing 2 promises to set newer, 
even higher standards. Boost to our x 

EXCLUSIVE Work in Progress on page 20. / 


\ With the Ultra 64 version nearing comple- 
\ tion and the Coin-op gobbling money like it 
) was going out of fashion, NMS presents its 
/ own Ultra combo - the player's player's 
guide. All the characters, all the moves and a 
lot more besides are laid out for your blood¬ 
thirsty delectation on page 74. 
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KlUSTMieO 


When it comes to four-player 
games one title very firmly rules the roost - 
NBA Jam. Noe Acclaim have unleashed the 
sequel, Tournament Edition. The teams have 
been updated, more secret characters than you 
can shake a sweaty sneaker added and the 
action is faster, slicker and more furious than 
ever. Read the NMS SPORTS ILLUSTRATED for 
the hi-top low-down. Also, in the same EXCLU¬ 
SIVE supplement find out why we reckon NFL 
Quarterback Club is the best American Football 
game for years, and win the biggest in our 
EXCLUSIVE NBA comp. It's all in the middle 
pages. What are you waiting for, jump to iti 


mAKVOUR 

mmMimumsKSRBunr 

Gametek's Pinball Fantasies is a real as real 
gets on the Super NES, what with all the 
bumpers, bells and whistles of the genuine arti¬ 
cle. In fact we can think of only one way to bet¬ 
ter the Pinball experience -having a full-sized 
Pintable of your own. And chuff me if Gametek 
aren't giving away said item in a wizard compo 
EXCLUSIVE to NMS readers! Flip to page 42 
A now. Now, you hear. 
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VinrUAL BOY HEADLINES AT CES 



First revealed to the world in November 1994 at the Shoshinkai show, Nintendo's Virtual Boy received a 
savage lambasting in the press, with journos moaning about the single colour graphics and poor software. 
Nintendo of America aimed to put this right with their Virtual Boy display at the Winter CES. Have they 
succeeded? Our man on the spot, Richard Leadbetter, reports from Las Vegas... 

Despite what you may have read elsewhere, Nintendo's Virtual Boy display was excellent, being 
split into two distinct sections. In the first part of the stand, Nintendo officials gave you special 
glasses and invited you to check out some of the forthcoming Virtual Boy attractions on huge 
projection monitors. After you'd had a look at that, you could check out two games on the 
actual machine. 

THE HARDWARE 


Running on six Walkman-size bat¬ 
teries, the Virtual Boy can't really 
be described as a portable system 
as it needs to be mounted on a 
table. The graphics are mono¬ 
chrome - red pixels on a black 
backdrop and the 3D effect can be 
superb - it depends on the talents 
of the coders. In Teleroboxer, the 
3D effect can be extremely obvious - 
the layered graphics look a bit poor 
and the 3D effect cheap. However, the 
Mario and Pinball use the 3D much 
more effectively and subtly, with some 
quite startling results. 

The sound is stereo with speakers mounted 
on the left and right of the unit - decent quality 
headphones are a must as the in-built speakers 
aren't exactly stunning in quality. 

The joypad(s) are excellent. Both left and right- 
TUC fiAiyiFQ handed players are well catered for since there 

d-buttons. There are six 

Two games were on display - main buttons mounted on the con- 

Space Pinba I which was very t.^ller - four mounted around the 

basic indeed, but quite entertain- j-pads, two more on top. 
ing along with a first person per¬ 
spective robot boxing game called 

Teleroboxer. Neither title was particularly inspiring - still, it's early days yet 
and Nintendo reckon that each title is currently only 30% complete. 

Other games showed that Virtual Boy at least has some decent titles in the 
pipeline. The star of the show was undoubtedly the new Mario game. This 
wasn't the Mario Bros arcade game as revealed at the Shoshinkai 
show. This was Mario action as we like it. Bearing an uncanny 
resemblance to the Super NES Mario World (but with superior 
sprites, believe it or not), this game looked superb. The Virtual 
Boy hardware is put to great use in this game, with Mario being 
able to walk into the background and explore whole new parts 
of each level. There's even an overhead section a la Zelda! 

Another new title which looked really promising was a 3D 
shooting game looking very similar to a wire frame version of 
StarWing. Road racer fans should be well catered for too, with 
a forthcoming Fl Virtual Boy title. Using sprite scaling, the 
action is fast and fluid - oddly enough it was reminiscent of 
the Megadrive version of Super Monaco GP, although the 
smoothness of the 3D looked a lot better. 


OSCILLATING MIRRORS 


LED 


PLAYER- 


LENS 

— VIEWER 


RTi MIRROR-SCANNING LEDs 


(ABOVE) The 3-D graphics are created 
by reflecting four shades of red on a 
black background off oscillating mir¬ 
rors. The minute vibrations of the 
mirrors give the image its virtual 
thickness and density. 


SPECS 

CPll:32-bit RISC processor running at 20 
MHz 

DISPLAY:Dual mirror scan, high resolu¬ 
tion, LED displays 
SOFTWARE:ROM cartridge 
POWER SUPPLY:Six AA batteries 
AUDIO:Stereo sound with self-contained 
dual-speaker system 

CONTROLLER:New double-grip controller 
with two plus-key buttons 
MEASUREMENTS:8.5"H x 1 OW x 4.3"D 
WEIGHT:760 grams (head unit only) 
POWER ADAPTOR:AC adaptor (sold sepa¬ 
rately), Rechargeable battery adaptor (sold 
separately) 
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DIY VIRTUAL BOY 

Nintendo reckon that pictures can't cap¬ 
ture the Virtual Boy experience, but we beg 
to differ. To get the full-on Virtual Boy 3D 
effect, get a hold of some old blue and red 
lens 3D goggles and replace the blue lens 
with another red one. Don your goggles and 
peer closely at the screen shots printed here. 


MARIO! 

This untitled Mario product looked like being 
the strongest Virtual Boy title at the CES - Some 
amazing sprite-scaling and Mode 7 type effects 
are in evidence should Mario fall through a hole 
However, most of the 3D effects are used to 
show Mario wandering in and out of the screen 
in a new addition to the Mario formula. 

SPACE PINBALL 

Basic in the extreme - at the moment. Space 
Pinball has some great 3D tables - they actu¬ 
ally look "solid" and in 3D, as opposed to the 
layered 3D sprites of Teleroboxer. 


HUDSON SO FT DEMO 

One of the world's greatest devel¬ 
opers, Hudsonsoft, is on board for 
Virtual Boy and proved their mas¬ 
tery of the technology with an 
impressive 3D landscape, with 
moments of incredible full-motion 
video! 

SHOOT‘EM UP 

There's nothing like a good blast, 
and there's nothing like this over¬ 
head scrolling blaster. There are 
different layers of 3D to the land¬ 
scape and you can dodge and 
weave between them. 


(BELOW) A 

Starwing-type game for the 
Virtual Boy. Shame you can't see 
it in its full glory. 



FIRST IMPRESSIONS 

Price is going to be the main problem with Virtual Boy. At $200 it's 
certainly not cheap, and the price of the software is going to be an 
issue as well. The games looked and "felt" very similar to Game 
Boy titles with some extra 3D effects. Is the extra money really 
going to be worth it - especially with Ultra 64 out two months later 
and (allegedly) at the same price? 

It would really predictable to slag off the machine like everyone 
else seems to be doing at the moment. I'm not going to do that 
because I think Virtual Boy has potential. The 3D works, and some 
of the games in development look very good indeed. Nintendo of 
America are certainly confident as they expect to sell two million 
VBs and four million pieces of software in 1995 alone. 

It's difficult to draw firm conclusions at the moment because the 
software is so early on in development - look out for more cover¬ 
age in future issues of NMS. 



ROAD RACER 

Shades of Super Monaco GP 
with this impressive looking, 
extremely fast racing game. As 
you would expect, some great 
3D effects and super-smooth 
sprite scaling. 


VECTOR BLASTER 

Looking very similar to StarWing, but using vector graphics, this prob¬ 
ably looks like quite a mess in this 2D screenshot - but in 3D, with 
Virtual Boy, it's quite impressive with some very nice camera angles. 

TELEROBOXER 

A first-person perspective robot boxing game. Probably the weakest 
title of the lot - even the 3D graphics aren't up to much - but it is still 
early in development, so who knows how it might change? 













SOFTWARE; 

EXCLUSIVE NEWS! 

Software-wise, things are shaping up really well 
for Ultra 64. Acclaim will be bringing their 
award-winning Motion Capture technology to 
the machine with their first title, Turok: Dinosaur 
Hunter, which is based on a Valiant comic. 
Williams (they of Mortal Kombat fame) are pro¬ 
ducing an Ultra 64 Doom game, which features 
new levels, new characters and next-generation 
graphics which should blow all other versions 
out of the water. 

Paradigm Simulations are handling an as-yet 
unnamed Ultra 64 product and have teamed up 
with Mario creator Shigeru Miyamoto for the 
project. It's a strong possibility that this game 
will be Pilotwings 21 

Spectrum Holobyte are handling a 3D title 
called TopGun: A New Adventure, based on the 
hit Tom Cruise movie. 

Scotland-based DAAA Design, creators of 
Lemmings and UniRacers, are also involved In 
the Ultra 64 project, but no specific titles have 
been announced yet. 


NEWFX TITLE: COMANCHE 

Nintendo proved the power of their Super FX2 chip 
at the CES by revealing a conversion of a high-end 
PC game: Comanche. 

This game is 3D and uses the FX chip, but there's 
no sign of any polygons whatsoever. Instead, 
Novalogic, the game's creators, have used a tech¬ 
nique called Voxel-spacing, which creates stunning 
looking 3D landscapes and moves them around at 
high speed. 

The game puts you behind the controls of the 
Comanche helicopter gunship, your aim being to 
take out enemy bases and other choppers in 30 dif¬ 
ferent missions designed specifically with the Super 
NES in mind. 

The control interface is pretty novel, the blasting is 
enjoyable, and Comanche is packed with options, 
including a link-up mode that enables players to 
connect up two Super NESes for head-to-head 
combat! We'll have more on Comanche in the next 
couple of months. In the meantime, examine these 
fine screen shots we got hold of. 



(LEFT) 

Vudda-vudda-vu 
dda-vudda. 
Incoming enemy 
copter attack 
from Baron von 
Harrod! 
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ULTRA 64: 

NINTENDO ASSEMRLE DREAM TEAM 

Nintendo are right on course for delivering their new Ultra 64 system to American and 
Japanese gamers in September of this year, and have assembled a dream team of 
coders and hardware manufacturers for the system. 

Tom Jermoluk, President and CEO of Silicon Graphics remarked, "The engineering team 
is in fast-forward mode. We're moving to silicon in January - that's tech-talk for saying 
that the hardware designs are complete and we're readying for mass production." 

Ultra 64 is the first application of Reality Immersion Technology, a new generation of 
video entertainment that enables players to step inside real-time three-dimensional 
worlds. Software development tool companies Alias and MultiGem are putting together 
some incredible 3D applications to create graphics that will easily leave the Sega Saturn 
and Sony PlayStation standing. Thanks to RamBus technology, hardware speeds of 500 
MHz will be possible! 



DOHKEYKOHG ON GAME BOY: 

INCREDIBLE! 

There's never been a better time to own a Game Boy - at the CES, Nintendo revealed 
what looks like being the most stunning hand-held title ever: Donkey Kong Land. 

The gameplay itself is incredibly similar to Donkey Kong Country, with over 30 new 
levels packed with secret areas and just like the 16-bit title you take control of both 
Donkey and Diddy Kong (although they aren't both on-screen at the same time). 

The graphics themselves bear an uncanny resemblance to the Super NES title with 
some very similar backdrops and sprites. Programmed by Rare, this title uses the 
same ACM graphics technology used in Donkey Kong Country - this is definitely the 
best looking Game Boy title ever! 

But does it play as well? Initial play testing would seem to be screaming out "Yes! 

Yes! Yes!" but we'!l reserve judgment until we get hold of a finished cart - which 
should be next month! 





















































NINTENDO SHAKEN 
BUT NOT STIRRED 

At the Winter CES Show, Nintendo announced a 
potentially stunning new range of products based 
around Ian Fleming's 007 character, James 
Bond. 

The first game to be released based around this 
license is Golden Eye - a Super NES translation 
of the new Pierce Brosnan Bond movie. Big deal, 
you might think. But hold on a second there. 
Nintendo also revealed that Rare will be han¬ 
dling the game and promised that Golden Eye 
will feature the triumphant return of Advanced 
Computer Modelling - the incredible graphics 
technique that made Donkey Kong Country such 
a visually stunning product. Nintendo have also 
licensed Pierce Brosnan's likeness - which means 
that the main character will look and move 
exactly like Bond in the new movie, so there'll be 
none of these cartoon-like representations that 
we usually get fobbed off with. Golden Eye has 
all the makings of a stunning title - look out for 
more details later on in the year. 


(BELOW) "Kirby, Kirby everywhere. 
What's it like to have no hair?" © The 
Peter Barrell School of Design and 
Caption Creativity. 




YET MORE mor FOR GAME ROY! 




Love him or loathe him, you just can't ignore Kirby - that's because he 
gets flippin' everywhere - you couldn't move at the CES for all the 
Kirby-related products on show. Seeking refuge at the Game Boy 
stand merely confirmed my theory. Kirby's Dream Land 2 was on dis¬ 
play and looked terrific. It's yet another Kirby platform game, but this 
time the pink blob has loads more super-powers and an even bigger 
quest ahead of him. This should be out around May/June time, so 
expect some more coverage in a couple of months. 





KIRBYS AVALANCHE: PUYO PUV 


Even though there are scores of 
Tetris based games and suchlike 
available on Super NES, hardly 
any of them have been officially 
released in the UK. Thankfully, 
one of the better titles looks like 
it's heading our way. The 
Japanese title, Puyo Puyo, has 
been given a facelift and now 
centres around the knockabout 
antics of lovable pink blob, 
Kirby. The gameplay in Kirby's 
Avalanche remains identical 
to the Puyo Puyo, so all the 
fun of matching up those 
coloured jelly beans remains. 
Expect a full review in the 
next couple of issues. 































































KIRBTS neSHOT: 
ITS OFFICIAL 



Motown Games brought the most interesting 
idea to the CES this year - they're currently cod¬ 
ing up an NBA Jam style basketball game based 
on a number of top-rated "rappers". Yes, that's 
right, in this game the likes of House of Pain, LL 
Cool J, Yoyo and Public Enemy have suddenly 
learned to play basketball Incredibly well and 
you can control all of them in Rapjam. Sounds 
good eh? Well, Motown certainly think so as the 
sounds in question will be Super NES renditions 
of top "hits" from the aforementioned "artists". 


Role-playing games have become very popular recently owing to the 
arrival of incredible adventures like Secret of Mana and Final Fantasy 
Ml. 

Nintendo aim to carry this success on with their latest effort, 
Earthbound. This game is the sequel to the oddly-named yet HUGELY 
successful Japanese Super NES RPG, Mother. Make no bones about it. 
Mother was ten times more popular with Far Eastern gamers than 
Super Street Fighter ever was. 

The sequel looks like being even better, and this time Western gamers 
will be able to play it. The style of the game is very similar to the Final 
Fantasy series of games, with the player exploring a huge multi-direc- 
tionally scrolling game world. And even though the game is set in the 
present day, there's plenty of mystery about in the form of psychic 
happenings, UFOs, aliens, ESP, ghosts and plenty more besides. 

It may sound like enough material for an entire series of the X-Files, 
but the game itself is shaping up to be quite incredible. Look out for 
Earthbound around Easter time, if we're lucky. 


(ABOVE) Rapunzei Rapunzel let down 
your hair. Wait a minute you've got a 
beard! 


(LEFT) Challenge deadly fork-tongued 
Salamanders to a game of strip poker. 
Oops, looks like he's lost. 


(ABOVE) Witness the true marvel of Mario's Picross. Players have to uncover 
over 100 picture puzzles by clicking on a grid to reveal the hidden image. 
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RAPJAM: 

COMEOr EVERT OF m CES 


Kirby's Tee-Shot has been out for absolutely aaagggeesss in Japanese games stores and 
we've been quite surprised that Nintendo haven't officially released it over here. Well, it 
looks as though Nintendo might have finally changed their mind, because one of the 
main exhibits at the CES Show was Kirby's Dream Course - which is exactly the same as 
Tee-Shot in all but name. Look out for an official release around Spring/Summer time. 
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KOHAMIKORKERS KONFIRMED 

After a blinding start to the year with the release of the astounding International 
Superstar Soccer, Konami have recently confirmed four new and exciting software titles 
for the Super NES this year. First off there is the new Castlevania game which is currently 
going under the pseudonym of Dracula X. This really should be one to look out for, as 
the PC Engine version upon which this is loosely based is truly cool and the original 
Castlevania still stands as one of the best platform games of all time. Also warming up is 
a Baseball game, tentatively titled Powerful Pro Baseball 2. If this is in anyway like 
Powerful Pro Baseball 1 that, thanks to great gameplay, cute graphics and remarkable 
sound scored a whopping 92% in this very mag, this too should 
be one worth camping out for. Thirdly comes the announcement 
of a Basketball game. There is no title for this yet but we're told 
that it will do for the noble sport of Video basketball what 
International Superstar Soccer did for football!! Which all neatly 
leads on to Konami's last announcement - International 
Superstar Soccer 2. Surely they can't better the supreme playa¬ 
bility of the original? Well, God bless 'em they're giving it a 
go. Unfortunately we'll have to wait until the end of the year 
for more news on this most promising of titles. More 
on the others in the relatively near future. 


EAT Dm 

Seems to us like Brummy developers. Elite sys¬ 
tems, have had a bit of a rethink regarding their 
FX game. Well that would seem to be the case 
given that their forthcoming release. Dirt Race 
FX, looks suspiciously like a re-jigged version of 
the aforementioned title. Whatever the case. Dirt 
Race FX is set to join us this Spring and gives the 
player the chance to partake in a bit of Off- 
Roading across 15 hard-man terrains in a choice 
of three equally macho all-terrain vehicles. Add 
to that a choice of League or Cup competitions 
and the option to go head to head against a 
mate and you've certainly got a promising game. 
Here are a few screen shots for your delectation, 
more soon. 



SLAMTACULAR CIMEIHUmC 
SHEMAHIGAHS SCHEDULED 

Tell you something - it's blinkin' Basketball central around here at the moment. Not only do 
we have the WORLD EXCLUSIVE review of Acclaim's firing NBA Jam Tournament Edition 
within the pages of this, very mag, but, by means of a fanfare, we also have news of 
two great new NBA video releases and a suitably ace compo too. First off the 
benches is "Clutch City - The Houston Rockets 1993-1994 Championship 
Season". Priced at a very wallet-friendly £10.99 this title details the rise of 
the Rockets from underdogs to NBA champions, paying particular 
homage to their brilliant defender. Hakeem Olajuwon and their per¬ 
formance in the Playoffs, where they saw off the mighty Knicks to 
become overall victors. An absolute must-buy for any self-respectinq 
NBA fan. 

Next, and also at £10.99 Is "NBA Rewind". This takes a lighter-hearted look 
at the noble sport, concentrating on the more amusing moments the game 
has a habit of throwing up. So, if your idea of laughs is seeing the likes of 
Charles Barkley or Shawn Kemp making complete asses of themselves this vid is 
for you. 

Both titles should be on the shelves by the time you are reading this, but more fool 
you if you forked out for either of them when the chance exists for you to win them 
gratis like. Thanks to Fox Video and First Artist Corp, we have ten, count 'em, copies of 
each video to donate to the ten lucky readers who can answer the following simple 
question: 

East European lanky git, V. Divac, is indeed a tall and much-bearded chap. For 
which team does he currently play? 

Answers on the back of whatever will fit through our letter box to FAITH, HOOP AND CHARITY 
NBA COMP, NMS Priory Court, 30-32 Farringdon Lane, London ECIR 3AU. 
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NMS AAAN OF THE MONTH:Ooof! Aargh! Cantona! And if you ask us, that 
guy deserved it. 

NAAS WOAAAN OF THE MONTH: Michiko, Paul's new flatmate who he fan¬ 
cies loads. Paul's got a girlfriend! Paul's got a girlfriend! etc.... 

NMS STOAT OF THE MONTH: Winky the lesser-spotted Peruvian blue. 


So what do you want first? The great news or the really 
horribly atrocious news? Good news first, then - Nintendo 
UK have announced after much speculation that they 
intend to release both the Virtual Boy and the long await¬ 
ed Ultra 64 - hooray! And now for the bad news - we 
won't see either machine on these shores until 1996!?! 

Not fair! Japan and the States will be getting the VB as 
early as April this year whilst both are expecting the Ultra 
64 in September. Still, every cloud has a silver lining and 

on the positive side there are 
some truly excellent Super NES 
titles lined up for the year ahead 
with games such as Starwing 2, 
Fighting polygons (or FX Fighter 
as it was previously known), 
Comanche, a host of Kirby 
Products and the recently 
announced sequel to Donkey 
Kong Country - Diddy's 
Adventures. It's also worth bear¬ 
ing in mind that a couple of years 
ago we were in very much the 
same situation with the Super 
NES and Nintendo did a com¬ 
plete about-fqce and released 
the machine months ahead of 
schedule. Well, we can dream 
can't we... - - 

Andy 


ms YOU! 

Forget the ping-pong 
bolls in the tumble- 
dryer, with NMS you 
get the compos — 
you get the prizes! 

Over the post couple of 
months the compo action 
has been reaching fever 
pitch, and now we have the 
results. So hold onto your 
horses, hit the drum roll and 
prepare to see if you've won! 


NINTENDO PEOPLE SYSTEM 

Ever wondered why some people 
go around telling you to 'use the 
force' iust because you can't 
open a biscuit tin, or start 
whistling irritating tunes 
whenever it starts to rain 
perhaps even going > 

so far as to jump in 
and out of puddles ^ 

and swinging on ^ 

lamp-posts? I 

Perplexed when 
a colleague's 

face loses all \ i 

expression before \ ' 

uttering the words \ 

"I'll be back" in a \. 

dead sort of voice, I 

prior to dissappearing 

for a quick crap? Well it's 

all explained here as the NMS 

team divulge their best loved 

films from their childhood. 


ANDY MCVITTSKI 

Ahem... Andy says he used to like 
Planet of the Apes because he want¬ 
ed to be Galen - the chimpanzee 
doctor played by Roddy MacDowell. 
Though we've tried to work this 

i one out, even consoling our¬ 
selves with the vague sim- 
v ilarity in surnames, 

Andy's admission has 

SHk However we have 
^1^ noticed a slight ten- 

office, twitch his nose 
and jump on desks. 
This we can handle, 

^ but we absolutely draw 
the line when Andy whips 
out his lasso and tries round¬ 
ing up the humans for experiments in 
the interest of science! 

FAVOURITE GAMES:NBA Jam T.E, 
Super Tetris 3, International 
Superstar Soccer 








SWERVE DRIVERS 


Gasp, what's going on at NMS? They... They seem to 
be announcing competition winners and, double 
gasp, actually giving the prizes away! Too true matey, 
and now it's the NMS Spotlight of Spawn turns its 
glare onto thaose myriad individuals who entered the 
US Gold Power Drive compo. So without further ado, 
here are the five lucky runners up — because they 
are lucky, oh yes they are — who each receive a copy 
of the game and some "trendy" Power Drive gear: 
Nick Seraney of York, C Webster of Northants, Jed 
MacPhee of Crieff, Harry 
Keaney of Glasgow and the 
grandly-titled Richard J Willis- 

The lucky winner — boy is he 
ever lucky — of the game, 
model Cosworth, trendy 
gear and a 14" colour 
portable telly is James 
Kingston of Hitchin Herts. 
Well done James and co 
and thanks to US Gold for 
dionating all the good stuff 
and the unlucky thousands 
of you who didn't win 
anything. Keep trying 


Grown men wept when they read the winning tie¬ 
breaker for the top Ocean compo. The results are as 
follows: 

Winner of the Basketball set, Shaquille Vest, and all 
three games 

I Robert Stanley from Banbury. 

I 3 Special Runner-uppers for the exclusive sports 
& shirts and one of the three games 

Peter Holm From Hilton, Huntingdon; Jason Smith 
^ from Sheffield; Raj Mehta from Wembley. 

*9 10 Copies of one of the games to: 

Matthew Terrington from Culford, Nr Bury St 
Edmonds; Jean Grzesik from Sheffield; Ian 
jgffl McGowan from Liverpool; Jon Sendel from 
Sheffield; Lawrence Cue from Blackheath, 

HH London; Jonathan Johnson from Sheffield tool; 
lain Shields from Bangor, Co Down. 


If I could just draw your attention 
away from the "handsome" fellows 
below for a moment to inform you 
that you still have a month left to 
enter our Sony, Superman/Ice 
Hockey and Power Ranger 
comps. Also get scribbling for our 
amazing Pinball Fantasies comp. 
Just thought I'd mention it. Ta! 


GA" HARROD 


PAULUS DAVIES 


PETESKI BARRELLSKI 


PAULI BUFTON 


It Is not to his slavish devotion to 
fashion that our "style-ish" Art Ed Ga 
owes his greased-back, teddy-boy 
quiff. Indeed no, for as a 
^ ^ youth our Gareth was 

fascinated, nay, in 

Travolta. Yes, 

I indeed the word 
who, 

were out, would nip 
into his mother's room, 
scoop a handful of face 
cream and run it through his 
youthful locks, then cavort in 
front of the dresser perform- / 

ing lewd gestures of the kind / 
of which would have / £ 

embarassed Elvis Presley. 1 * 

If only he designed like 1 jf' 

grease lightning, eh! \ 

FAVOURITE GAMES:Art Of \ 

Fighting 2, Bombliss ^ 


Try as he might to recover credibility 
by crowing about Star Wars bubble¬ 
gum cards, but the truth of the 
matter is Paul used to long for . 
the day that he could dance 
like Fred Astaire, sing like / 
George Formby while still / 
being able to charm the 
ladies with the wit of > | 

Gene Kelly. Unfortunatley 
this wasn't to be. Paul has V, 
grown up with all the -C ft 

debonair of a scarecrow >qMlC 

dressed In sack-cloth. To hear 
him sing is to have a rasp file 
run through the inner ear, whereas 
his dancing technique has 

S often caused people to 
clear a space and call 
k for a doctor. If only 
A som< 


Pete Is a long-time fan of Saturday 
morning-special films like Return to 
Witch Mountain and The Cat 
from Outer Space! 

However it is Freaky 
Friday, in which a 
young Jodie Foster 
switches character 
. with her mother, 

that has entered 
Peteski's psyche the 
deepest. Surley only a 
chance reversal of 
roles can explain Mr 
Barrelskl's pleasant, gentle¬ 
manly misdemeanour and 
his fervant passion for potted 
plants. Pete was once 
placed under suspicion 
when trying to gain / yt A 

entrance to a nightclub, / ^ 

and was much dismayed j 

to have his rooting pow- I m 
der confiscated. 

FAVOURITE \ 

GAMESiStarwing, Mario All- 
Stars, Mario Kart 


A man obsessed by all things 
20, 000 leagues Under The Sea, 
many's the time that Pauli, or 
Cap'n Paul as he prefers to be 
known, turns up for work in oil¬ 
skins and a Sou'wester giving 
reason for his lateness as "a nasty 
bit of fog off Dogger Bank". 

Hmm, that's as maybe, but does 
that really explain the fishy smell 
that pervades the room whenever 
he's around? Or those pestering 
squids that insist on calling him 
up at the office... 

FAVOURITE GAMESiKiller 
— Instinct, Puzzle Bobble, 
international 

^i- mi Superstar Soccer 


lebody had the 
heart to tell him. 
FAVOURITE 
GAMES:Wildsnakes, 
Wonder Project J, 
Killer Instinct 


RATINGS GUIDE 

(Ninfendcb 

ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

These ore brilliant games. These games are the cat's whiskers, 
the creme de la creme. Camp out all night to be the first to own 
these games. Fight, cheat, utilise heavy artillery. Inter-continen¬ 
tal Ballistic Missiles. Anything! Obtain these game BY ANY 

MEANS NECESSARY! 

80-89 

Just a bit good too. Great games with great features that lack 
that extra "certain something". For example a great racer with 
no two-player option or a truly awesome shoot 'em up with too 
few stages. 

70-79 

A thoroughly "nice" game that fulfils all expectations without 
pulling any real surprises. One for fans of the type, perhaps. 

60-69 

Now we're straying into that gloomy area known as mediocrity. 

Not bad. Definitely not great. Not alot to celebrate really. 

5M>-59 

Distinctly average. Average graphics, average sound, average 
gameplay. Hardly worth the bother. 

40-49 

The sort of games you find in the Bargain Bucket at your local 
video shop. Still in pristine condition because nobody wants 
them. Don't let their £5.99 price tags tempt you. 


GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 

AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 

Surely technology has progressed far enough that games like 
this are an actual impossibility these days? An abomination. 

20-29 

Come the revolution the makers of this game will be first up 
against the wall for crimes against humanity. 

0-19 

And the person who says that games in this category are so-oo 
bad that they're actually good will be next against the wall. 
























, in the 
variations 
rect the 
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Calling all budding Walt Disneys! Now you too can run 
your very own kingdom of fun and frolic! With a piece of 
land and a few thousand pounds start from scratch to 
build up a whole international chain of the greatest 
amusement parks known to mankind. 

Yes ladies and gentlemen, boys and girls, NMS has the great honour 
of previewing the long awaited conversion of the PC smash hit. In a 
similar style to the 'Sim City' games. Theme Park places you, the play¬ 
er, at the mercy of the amusement park going public. Can you pro¬ 
duce the kind of rides they want? Can you fulfil their every fantasy- 
land desire? As the saying goes the customer is always right, and 
never more is this the case than In the unforgiving virtual fun-seekers 
of Theme Park. Make 'em smile, make 'em smile! 




f \r. 




FOOD FOR THOUGHT 

At times criticised for being too com¬ 
plex for its own good. Theme Park on 
the PC included a mass of business 
interactions ranging from restocking 
the supplies for the park, to dealing 
on the stock exchange when your 
business goes public. Even the 
most ardent of sim fans found the 
options overwhelming, so in a 
process of simplification, the pro¬ 
grammers have shifted a lot of the 
business sim into automatic. This is 
not to say that the business side Is 
completely neglected, the player 
still has control over minute details. 
Even the amount of sugar in the cola 
is adjustable, and as in the original 
the knock-on effect is to send the vis¬ 
itors into a hyper frenzy! 




i advanced rr, 

'^ants match the and the^f 

: I’ price of nrorJlf 9°"’®/ local 

* 




(ABOVE) Now come on. If you had $720,000 to spend on 
whatever you wanted, would you really spend it on fair¬ 
ground rides? Fast cars, women, perhaps, but big dippers? 
I think not... 
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EASY RIDER 


It's pretty obvious that your run-of-the-mill PC has 
a stack more memory than the Super NES, but nev¬ 
ertheless the console version boasts an extra 
three rides. Not all of the rides are 
available in any one country, so as 
you progress through the course of 
the game and acquire new sites, you 
will come across new and more sophis¬ 
ticated treats for the punters. But with 
sophistication comes problems. Not 
does the player have to spend time and 
money researching huge rides like the 
rollercoasters, but the programmer like¬ 
wise has to find a way to cope with the 
details of allowing the player to use them. 


ACCESS AIL AREAS 

With the absence of a keyboard and mouse, the 
design team have had to go back to the drawing 
board to make the game playable on the Super . 
NES. Steve Metcalf from the team that put the ver¬ 
sion together said, "this was not a major problem 
as we decided it would be best not to try and emu¬ 
late the movement of the mouse. Instead all of the 
controls were relocated for the keypad." The 
emphasis has been on the playability factor to 
make the access easier and more entertaining. 






smgmm. 


II 




OF WONDER 


{ABOVE) Coach parties 
from miles around turned 
up to see the famed oval¬ 
shaped path ride at Barrel 


Towers. Yawn... 
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Wouldn't Ufa just be perfect if all families were Addams 
families? Living in a gothic mansion full of weird and 
wacky happenings 24 hours a day — the fun would never 
come to a standstill. Well that's the theory, and that was 
the way of Ufa for this genetically dysfunctional collec¬ 
tion of misfits and freaks until the fateful day the new 
nanny arrived to care for new-horn Puhert. 

Addams Family Values is the third in an established and successful 
line of Ocean games about the family from beyond, and follows the 
unlikely hero of Fester in his search for his nephew. Set in an RPG 
quest style viewed from an overhead perspective, Fester has to fight 
his way through a mass of enemies and locations with only his wits 
and family's values to help him through. For your delectation, a full 
review will be on the cards next month. 



(ABOVE) Fester loses all sense of fair play and opts for the wet towel whip 
straight out of the gym changing rooms. 




In a break from the interior plat¬ 
form heritage of previous Addams 
Family titles. Fester's adventures 
in Addams Family Values, covers 
the grounds of the family mansion 
lock, stock, and barrel. Starting off 
in the realm of the finely mani¬ 
cured back garden. Fester is 
going to trudge his way through 
the cess-pit of the Swamp, the 
sand storms of the Desert, onto 
the creepy-crawley jungle of 
Morticia's Greenhouse. Each area 
has its own peculiar mutated 
breed of irate organism set on 
causing Fester as much grief as 
possible, not to men- _ 

tion its own 

individual ^ 

collection of \ 

problems to L,—--- 

be solved. \ 


SHOCK 

TREATMENT 

Renowned for his party trick \ ^ 

of illuminating light bulbs by 1 ^ ^ 

sticking them in his mush, 1 ^ 

Fester puts his electrical tal- I 

ents to good use when fight- 1 ^ 

ing off the gruesome goons 1 ^ 

of the Addams' estate. A 1 

quick flick of the wrist and ---- ^ 

slaphead discharges a mighty 

10, 000 volt lightning bolt into the path of any 

offending non-cookey member of the household 

(RIGHT) It's another of those top panto situations where 
you're just dying to shout out 'he's behind you!'. Isn't it? 
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HOLD ON! 

In this latest mission Turrican 
has been upgraded with a turbo 
charged power grapple — just 
the kind of thing for those slip¬ 
pery walls and levels somehow 
missing floorboards. In a style 
more akin to Tarzan, Turrican 
can be swung from beam to 
beam to avoid ground attacks 
and also locate top bonus areas 


(LEFT) There's 
nothing more 
off-putting than 
a stowaway 
when you're 
worm surfing. 






DROPSHIPS 

In the fine tradition of all top-notch blast 'em ups, 
Super Turrican is full to the brim with dropship 
action. These are the handy helpers who quite lit¬ 
erally drop their power-up goodies after taking a 
few knocks from Turrican's arsenal. Thanks to the 
latest android technology, and nifty colour coding, 
you can upgrade your weapons from a bouncing 
beam, to a spread shot, to flow laser. 


MIRACULOUS MODE 7 MASHING MISSIONS! 
POTENTIAL POWER-UP tULLAiMLi 


(BELOW) You can be sure that Turrican is going to 
give the worm boss a good licking! Arf! Arf! 










■ 0 ^ n 


(BELOW) Mode 7 mayhem in the jet bike race against the 
v/olf warriors. 


smB mmiii. iJiljiJIil'M 






Long overdue a sequel, old tin-ribs Turrican is back for 
more mechanical mayhem and mischief in a platform 
blasting kinda way. Armed with a trusty combat shooter in 
one hand, freeze ray in the other, and brand new rocket 
powered grappling hook at the ready, Turrican has been 
called forth to face the threat of an impending invasion by 
the mutant spider queen, Arachna. Suit up for some heavy 
duty power enhanced dash and smash action as the 
Turrican is called up for the ultimate confrontation. 
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I n Christmasses gone by, before video games were but an 
inkling in Hiroshi Yamauchi's eye, children the world over 
received great big boxes full of crap board games to play 
with their relatives. They were called Compendiums and they 
were truly awful. This was exactly the same time that the cane 
was allowed at school. So, after being soundly thrashed for vic¬ 
tory in a food fight the only cure waiting for the wounded hero 
at home was Ludo or Backgammon. It was hell! 

As a gentle reminder of these times, SunSoft have had the 
bright idea of releasing a cart titled ^Tasty Puzzle'. It's every 
70's kid's nightmare brought to life in video game form but the 
Japanese no doubt love it, 'cause it stars the irrepressible 
Hebereke Chan. 


MAKING YOUR OWN ENTERTAINMENT 

You might wonder what a game like 'Spot the Difference' is doing 
on a Super NES cart. You're not alone. Nevertheless here it is 
alongside such forgotten gems such as Irritating Slidey Block Puzzle 
and Hide 'n' Seek. The latter is played Hebereke style, so nobody 
actually tries to conceal themselves at all, it's just left up to the 
player to match the likeness of one of Hebereke's chums (shown in 
a box at the top of the screen) with that of a character jogging 
about in a large room. What is the point, you may ask? Don't ask 
us, we just work here. Between times players gaze expectantly over 
a pathway comprising of coloured blocks, using their wit and cun¬ 
ning to stop a spinning wheel at a number between one and six. 
Mother. 

SHARE AND SHARE ALIKE 

Perhaps your primeval games playing desires have been aroused, 
however you feel that this revelation is far better enjoyed in the 
company of a friend. Sunsoft are one step ahead folks, with a two- 
player competition mode included especially for you! So now, as 
you struggle to place that final word in the Japanese crossword, 
your best pal is right there with you - all the way to the shrink! 





































































































































EXCLUSIVELY revealed in an almost microscopic news 
piece within this very mag some months ago, now com¬ 
plete and oiling its prop-shaft for forthcoming release is 
Gametek’s Heli-Blaster, Air Cavalry. The game, for those 
propellor-heads foolish enough not to have read the 
piece in question, plonks potential pilots in charge of a 
selection of tooled-up ^Copters and puts them through 
their paces via a variety of desert and jungle war mis¬ 
sions. What’s more the airborne fun is available in one or 
two-player flavours - and all in glorious Mode-7-O-Vision 
too! Sounds cool, doesn’t it? it looks cool too as these 
screenshots will testify. Satisfy yourselves with this 
preview for now and look to the skies for the definitive 
NMS review next month. 




^1 


UPGRADE YOUR CHOPPER 

As a rule, you don't go letting row recruits mess around with the good stuff. Well, not with¬ 
out at least a modicum of training first. To this end Air Cavalry places rookies behind the 
rudder of an OH-8 Defender chopper. Pretty basic this; does the job but with little power 
and not much grace. However, pass those early missions and the opportunity arises to 
upgrade to an OH-6D Defender replete with a couple of MG missiles and 14 rockets. Still 
not good enough for you? Then try harder and earn the chance to pilot a UH-60A Black 
Hawk with its higher speed, two MGs, 14 Rockets and 14 soldier carrying capacity. Not 
bad, eh? Nah! What you really want is an AH-64A Apache, it's a bit slower but has a wider 
range, a 30 mm Chain Gun, 38 Rockets and eight Hellfire Missiles. We like this one. But 
not as much as we like the top copter in the game - the AH-94A Valkyrie Stealth chopper. 
This baby possesses the topmost speed, longest range. Chain Gun, Sidearm missiles, 16 
Hellfires, 38 Rockets and a bunch of other cool-and-deadly stuff too. Airborne devastation, 
in fact, and not the sort of helicopter you'd want to meet in a dark alley. Or summink. 


;[ PILOT A VARIETY OF DEADLY HELICOPTERSi 



ply over pleasant overseas loca tions! 


THOSE MISSIONS IN FUll 

I Air Cavalry has three basic types of mission through which players 
must earn their wings, rotor blades or whatever. The first type of mis¬ 
sion is yer basic destroy a certain number of enemy units within a 
given area-type. Rest uneasy, however, that these missions are neither 
as simple or as boring as they sound, as the enemy command doesn't 
take kindly to having their stuff blown up and offers strong airborne 
and ground based resistance guaranteed to scorch your sorry ass. 

Next up it's the type where you've got to seek out and destroy a spe¬ 
cific enemy target. Not an easy task either when the only way some of 
these targets can be destroyed is by using a special weapon, and 
you've got to find the blighter first! 

Lastly, and probably the trickiest of the missions sees players attempt¬ 
ing to fly teams of crack Commandos in and out of war-zones so that 
they can do the dirty business. Obviously you won't be able to com- 

I plete this mission unless you've been a good enough pilot to earn the 

s Black Hawk, as it is the only one with troop-carrying facilities. 
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After months of hints, rumours and innuendo, Nintendo 
has finaiiy puiied the wraps off the sequei to the game 
that revoiutionised FX chip technoiogy, its StarWing 2, 
and iVs the greatest Super FX tide ever seen! 

If you thought the first game was impressive, you're going to be 
bowled over by this incredible title. Using Nintendo's Super FX2 chip, 
StarWing 2 has the best 3D graphics on a 16-bit system - without a 
shadow of a doubt. Space ships are composed of hundreds more poly¬ 
gons, there's loads of texture mapping to increase realism still further 
and the game itself has been improved a hundred-fold. 

The original StarWing was criticised by some for its linear gameplay. 
Although you could select different routes through the game, you could 
only travel in one direction through each level. All this has changed in 
the sequel. For starters, the game is a lot more open. There are 
strategy screens that allow you to choose exactly where you want to go 
in each star system, allowing you to visit planets or intercept enemy 
fleets. And unlike the prequel, once you've chosen where you want to 
visit, you have total freedom over where you go - there's no linear 
qualities to the game whatsoever. So that's all right then isn't it? 


(ABOVE) Yeah! The new look team. 
Choose from six characters and ships. 


What's more, you aren't limited to just playing as Fox McCloud, as 
you were in the original game. You can choose to control any of the 
original StarWing team (and new characters have been added as well) 
who each have a different craft, and you can choose your own wing- 
man tool 

The fighters themselves have been upgraded as well - when you fly 
over planets, it's possible to morph yourself into a brilliantly animated 
walker. And the planets have a lot more variety - there's even an 
oceanic world where you can either fly over the waves or crash dby/n 
underwater with your walker. 

This game looks set to become yet another Nintendo 
classic, and NMS will have the EXCLUSIVE 
review. Look out for more news 
closer to StarWing 2's 


r (BELOW) The 
' Arwings are now 
equipped with target¬ 
seeking systems. 
Essential in fho S60 
degree gaming 
environment. 
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(LEFT) Gee, / 
dunno? Which 
one do I shoot? 
The blobby one, 
the diamond¬ 
shaped one or 
the one marked 
"target"? Hmm. 


BOSSES TO EIMD ALL BOSSES 

StarWing 2 is a game replete with plenty of huge bosses to 
destroy. Whilst the first deep space "bosses" you come across are 
pretty weedy, some of the later planet-based monstrosities are 
truly incredible. Just check out this huge fiery texture-mapped boss 
for starters... 


Big 


BATTLE OF THE FLAKETS 

With Stunt Race FX, coders Argonaut managed to create a decent 
split-screen two-player mode using Super FX technology. They 
haven't let us down with StarWing 2, which features an excellent 
split-screen battle mode for two players. Gamers can select any of 
the StarWing team for a spot of space duelling and the result is 
basically smart. 









SUSHIS 






(ABOVE) Watch with 
sheer delight as your 
ship transmogrifies into a 
ground vehicle. Amazing 
what they can do with 
Arwings these days! 
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(ABOVE) A new, but unnamed member of the ptar Fox team. I quite like the 
- ^^me Whiska. Or how about Felix? Send irpyour suggestions like they do on 
olue Peter. Then aaain, don't. X 




































































If you haven't already heard of Marvel Comics most 1 

famous mutants you soon will because Capcom are all set to 
thrill the nation by launching not one, but two new X-Men 
games. The first is a awesome Street Fighter styie fighting game ^ 
for the arcades. The second is a scrolling beat 'em up for the Super 
Nintendo. Expect much mutant mischief when both hit the streets. 
However, in the meantime... 


f BATTLE WROUGH 16 

( MORE MUTANT MALARKYTHM THOUGHT POSSIBLE! 


X-MEN ON CONSOLE 

X-MEN MUTANT APOCALYPSE 


Uncanny or what the X-Men showing up on the TV and, before you know whaf s 
hit you, they're all over the Super NES and down the local arcade too! Presently 
you're likely to find them taking a Busman's holiday on the Isle of Genosha, where a 
pain-in-the-neck character called Apocalypse is busy stealing everybody's spot on 
the beach by day and having his mates terrorise innocent young mutants in the 
evening; slurping down half their mutogen in front of them, then gobbing down the 
straw! 

Naturally it's down to the X-Men actually three X blokes, an X creature and one X 
girl to sort Apocalypse out. In Capcom's new game for the Super NES, one player 
takes control of one X-Mutant and hopefully, eventually, the Isle of Genosha. Each 
character possesses a number of spectacular special moves, performed in a similar 
way to those in Street Fighter II. Matched with a collection of the largest bosses ever 
to squeeze onto a television screen, it's a veritable X-Men X-travaganza. You know 
the kind of thing. Anyway here it is, see for yourself! 
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X-MEN TM & © 1994 AAARVEL ENTERTAINMENT GROUP, 
INC. ALL RIGHTS RESERVED. 

©CAPCOM 1994 ALL RIGHTS RESERVED. 

THIS VIDEO GAME IS PRODUCED UNDER LICENSE FROM 
THE AAARVEL ENTERTAINMENT GROUP, INC. 

ALL ARTWORK ©MARVEL ENTERTAINMENT GROUP, INC. 
ALL RIGHTS RESERVED 


X-MEN ON COIN-OP 

X-MEN CHILDREN OF THE ATOM 

Take some top Marvel superheroes and villains with some 
smart mutant powers and hand them over to Capcom to produce 
a cool new coin-op. What do you get? A complex RPG? A driving 
simulation? No, you get a furious one-on-one fighting extrava¬ 
ganza that will blow your socks clean off! Hardly surprising but 
when fighting games are this good who cares! 

With a plot that no one is interested in you must select a char¬ 
acter from 10 mighty mutants and battle against the rest in a 
series of awesome fights. The game has amazing graphics similar 
in style to Darkstalkers along with the usual fight game features 
like combos and Super attacks. Capcom have expanded the play 
area and it's now possible to take your character off the top of the 
screen, out of view from your opponent! This feature is really use¬ 
ful when it comes to avoiding the clutches of Sentinel or the 
Juggernaut, two of the biggest sprites you'll ever see in a fighting 
game! 

The game will be a smash so if you want to play it we suggest 
you start queuing now! 


HEROES AMD VILLAIMS!!) 




























you can serve the public 










Patrolling the sea is vital if we’re to make the planet a 
less dangerous place to live. It's a job that makes 
a difference. Every second of every day. After ali, you’re 
working for your country, not for an invisible boss or 


a soulless corporation. With that comes things some 
employers can’t pretend to offer. A sense of maturity. Self 
confidence. Responsibility. You’il find that although you’re 
serving others, you’re also helping yourself. 








RJ^DY T0_ think about what happens when you do, send for the information pack or telephone 0948 900199 . 


Name (MR, MS) 

Adless 

Postcode Telephone 

We are equal opportunities employers under the Race Relations Act and welcome enquMes from aH ethnic groups. 

Send the coupon to Naval Careers Service, Department (SM03309). 


Date of birth 


SEE THE WORLD. DIFFERENTLY. 

Freepost 4335, Bristol BS1 3YX. No stamp needed. 
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First and, in my humble opinion, still the best 
game on offer in this compendium is good old 
straight Tetris in two familiar flavours - Endless, 
where the idea is to go for the maximum num¬ 
ber of lines possible, and Standard which is 
identical to game B on the still brill Game Boy 
version, ie complete 25 lines. Unlike the Game 
Boy version, though, there are no Space Shuttles 
taking off if the player completes Level 9, Height 
5, rather you are treated to a dazzling display of 
Russian folk dancing. Great eh! What is new and 
exciting, however, is that the player-selectable 
speeds range from the vicar-on-a-bike-pace to 
Essex-boy-in-RS Cosworth-turbonutter thanks to 
the nine special speeds that were only previously 
available as a cheat. Also worth mentioning is 
the new rating system where registered players 
are granted a Greek letter reflecting of their skill 
level. Alpha being a bit crap and Omega being 
the toppingmost, which indeed I am. 


G reat Myths Of The World No. 13: Tetris is 
a relaxing and therapeutic game. Who 
the hell said that? What manner of fool 
was he/she? Ask anyone you know about the 
so-called therapeutic qualities of Tetris just 
after they've finished a good hour-long ses¬ 
sion and prepare yourself for the inevitable 
verbal and possibly physical barrage from the 
zombie in question. How comforting it is to 
find, then, that some bright spark has seen fit 
to inflict yet more Tetris-related grief on a 
wholly undeserving gaming public by releas¬ 
ing Super Tetris 3 - a game that boasts three 
brand new ways to fry your brain in a funny- 
shaped-blockular manner. More bad news too 
- Super Bombliss 2 is on its way! Don't think 
I'll be able to cope... 
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CART SPEC 

• BY: BULLETPROOF 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PUZZLE 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-4 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: N/A 

• OPTIONS: Choose music 


GAME INFO 

• GAME ORIGIN: Based on the 
original Tetris game developed 
by Russian mathematician 
Alexey Wassisname. 

• GAME DIFFICULTY: Varies 

• SCORE TO BEAT: 13 trillion 
lines 

m ALTERNATIVES: Tetrises 1 
and 2, Puyo Puyo, Crazy cross, 
Hebereke Popoon. 




GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 


])([ j Rotatov Shapeski 


Rotatov Shapeski 


Rotatov Shapeski 


U N p . CL E A f?/ 


Rotatov Shapeski 


L.Nada 
R: Nada 


Start: Starts/pauski 
Select: Nada functionov 


GAME CREDITS 

• DEVELOPED BY: BULLETPROOF 

• DISTRIBUTED BY: TBA 

• MADE IN: JAPAN 

• ARTWORK: c 1994 BPS 


(ABOVE) What a fitting reward 
for all the hours of Tetris- 
based misery you've endured - 
some Russian folk dancing. 
Like, wow! 












































Despite looking exactly like a four-player normal Tetris, Familiss 
has a few surprises up its polygonal sleeves. Underneath each 
player's puzzle is a box that flashes up messages such as "+1P", 
All", "+3P" and such. The messages change with a player-selec¬ 
table frequency and the art of the game is to time your line- 
destroying activities so that, assuming in this case that you are 
Player One, the message reads " + " any other number except your 
own - "+3P" for instance has the effect of transposing the lines you 
have just destroyed to Player Three's puzzle. Time it wrong though 
and you run the risk of adding to your own puzzle or, indeed, sub¬ 
tracting lines from your opponents. Follow me? Gawd knows it 
took us long enough to figure it out. 


(ABOVE) And they're off... and they're 
all a bit cack apart from player three. 
That's me actually. 


MLOSFR 


ihrr 


(ABOVE) Err, Player Three's not doing 
so good now. Well I can't write cap¬ 
tions and play at the same time... 


THE FAMILY- INCLUDING THE CAT! 
K CLEARING, SPARK BASED ACTION FOR ALL TO ENJOY! 

MORE VERSIONS OF TETRIS THAN YOU CAN SHAKE A STICK AT!! 



(ABOVE) Huunka Muunkkalll 


this /ooketh like o Chrimbo 
free. Dost thou not agree?" 

"The chuffeth I do not!" 

"Well there's no needeth tor that. 


reading this 
you probably 
own a copy 
of Tetris in 
some form 
or another 
and, to be 
honest, 
there's no 
PHUL great reason 
to consider 
buying it again for the sake of 
the new additions in part three. 
Sparkliss is Bombliss only pre¬ 
sented differently. Magicaliss is 
too complex to account for the 
desire to play at high speeds, 
where it is physically impossible 
to rotate shapes in time tor 
magic attacks. Familiss, which 
ought to have been the pick of 
the bunch, is unfortunately 
marred by its special attack sys¬ 
tem which, as an option, may 
have proved okay but instead 
makes for unecessary confusion 
and frustration. Game Boy still 
has the best version of pure 
Tetris around and anyone look¬ 
ing for variety on the theme are 
better off with Bombliss, Battle 
Gaiden or Tetris 2. 


SPAKILIJKIi; WHIKK 

Bearing a lot more than a passing resemblance 
to Bombliss from the first Super Tetris, Sparkliss 
sees one or two players frantically trying to build 
lines out of some of the oddest shapes, the trick 
here being to include some of the special Spark 
blocks in each line. The more Spark blocks the 
greater the effect when they spring to life, send¬ 
ing destructive sparks out in four directions, 
eliminating all blocks in the way and hopefully 
igniting other Spark blocks too. Get four Spark 
Blocks together in square formation and they 
turn into a Super Spark Block - highly devastat¬ 
ing! In Single Player mode the gamer can 
choose to play either Puzzle or Contest games. 
Both, however, have the player frantically trying 
to destroy a pre-built block formation with a lim¬ 
ited number of shapes. Two-player works a bit 
more like standard Tetris with successfully com¬ 
pleted lines causing much shape-related misery 
to the other player. As a general tip is no merit 
in trying to erode your opponent by going for 
single lines, it is far better instead to build up 
you puzzle so that larger reactions can occur. 
Like going for a Tetris in the Standard game but 
making sure there are plenty of Spark blocks 
involved. 

































STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 
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(ABOVE) For your information 
shiny blocks act as any colour 
wonf them to. Fascinatinq ehl 


(ABOVE) Will he get the red 
piece to fit in or won't he? Not 
the sort of thing to interest 
most folk, but very big on 
Easter Island. Apparently. 




COIIIJI I'l' iCii: lUAOIC 

Last and by all means least comes Magicaliss. This game looks the 
most like yer bog-standard Tetris but the idea here is to create 
lines of single colour. Performing such a task elicits the cry 
"Magicaliss!", the blocks fade away as do similarly shaded ones in 
the nearby vicinity, and any surrounding indestructible blocks that 
the computer decides to chuck in for bad measure are magically 
turned Into normal blocks. It is also possible to dispose of multi¬ 
coloured lines in the normal fashion although no magic is created. 
There is an art to all this though. You see each piece that drops 
can have its colour altered in flight by rotating it. Caution and 
restraint must be exercised however as too much rotating may 
change the shape to an undesired colour and mess up your plans. 
In two-player the game is very tricky as randomly-coloured blocks 
are dropped on an opponent whenever magic lines are destroyed, 
usually messing up forever your chances of creating a solid uni¬ 
coloured line and consigning you to almost certain defeat. Doh! 




GIMPHiCS 

A Crisp, clear and 
smooth, some nice back¬ 
grounds too. 
excite the eye, though. 


▼ Nothing to excite the eye, though. 


SOUND 

A Three new tunes, one 
of which being a remix of NW 

the original. Speech sam- 
pies proclaim your 
achievements. 

▼ They're all dead annoying and repeti¬ 
tious. Fortunately you can turn 'em off. 


PLAYABILITY 


A Ker-brilliant! Easy to 
control and responsive. 
Four-player Familiss is fun 
for a while. 

▼ New games are a bit cacky. 


87 


LASTABILITY 

A Once you tire of the 
novelty games on offer J 

you will return time and I 

time again for a quick 
game or thirty of classic 
Tetris. You will return... 


86 


OVERALL 

Slightly tarnished 
no thanks to the 
uninspired new 
games, neverthe- 
less a must for 

Tetris addicts, although those in 
search of classic Tetris are better off 
seeking out Tetris and Bombliss. 




ROIJNIC) 


101300 




great marks 
just for look¬ 
ing like 
Tetris. I was 

RNDV expecting 

great things 

from this game. I was somewhat 
disappointed. Despite all the 
newfangled versions on the 
classic theme the only one that 
kept us all sneaking back into 
the games room for more was 
normal two-player Tetris, albeit 
at full height and top super 
speed. It's not that the other 
games are no good, rather they 
lack the magic and addictive 
ingredient of the original. 
Familiss, for instance, seems to 
rely rather heavily on luck rather 
than Tetris skill and it is perfectly 
possible to win through being 
slow and cack. Sparkliss appears 
to have nothing more to offer 
than Bombliss, which is not nec¬ 
essarily bad, just not the sort of 
thing you expect from some¬ 
thing that purports to be brand 
new. And Magicaliss? Wake me 
when it's over! Seek out Tetris 
and Bombliss or Tetris Battle 
Gaiden before trying this. 




































































WhHpS^ikW Mice want lr^|< 
dast^iy Dr Limburger, they npad straight 
for the nearest SNICKERS bar? 

In this fast action racing game, only 
SNICKERS gives you enough hunger 
satisfaction to survive the battle to save 
the Earth from Dr Limburger and his 
unsavoury sidekicks, Greasepit and 
Dr Karbunkle. 

The only thing more satisfying than a 
SNICKERS, is seeing Dr Limburger eat 
dust as you pass him to reach the 
finish line first. 

Rock and ride down to your nearest 
stock ist because the Biker Mice video 
game is out now on /VV/JW'Z'y 
lyM Super Nintendo. Eek! LULllUuiuJ 

©Biker Mice From Mars 1994 Brentwood Television Funnies 
licensed by the Beanstalk Group. ©Mars Confectionery 1995. 
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REVIEW 



CARTSPEC 


• BY: YOJIGEN 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PUZZLE 

• CART SIZE: 8 MEG 

GAMEPEATURES 

• NO. OF PLAYERS: 1/2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: Grid & difficulty 

GAME INFO 

• GAME ORIGIN: Another 
“meisterwerk” from Tetris ace 
Alexey Pajitnov. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Stage six of 
the King Cobra test. 

• ALTERNATIVES: The Tetris 
series, Kirby's Avalanche (Puyo 
Puyo), Hebereke's Popoon and 
Puzzle Bobble. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: S-s-superb 

Nothing 
Nothing 
Nothing 

Nothing 

L: Nothing 
R: Nothing 

Start: Pause 
Select: Nothing 

GAME CREDITS 

• DEVELOPED BY: SPECTRUM 
HOLOBYTE, INC. 

• DISTRIBUTED BY: YOJIGEN 
m MADE IN: JAPAN 

• ARTWORK: c YOJIGEN 1994 
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GASP, GULP N’ GRAZE 

To understand these snakes, it's best to know where they're coming 
from. And what better way to sink into their cruel way of thinking than 
to experience some snaky tracks. There are four areas in which these 
snakes like to hang out : the Desert, the Grass, the Forest and in 
Water. Each has its own mesmerising refrain used to compliment the 
suitably sandy, grassy, leafy or sloshy backdrop screen decor. 


M ongoose hunts purely for the thrill of it; working from 
his den in the shade of a busy marketplace. Most 
snakes are no match for his cunning and the locals 
are glad of his service. Recently, however, there has been 
news of a King Cobra in the area, who has set a special 
lenge to any who would oppose him. It has agreed to vacate 
the marketplace only if a match is found for its wit. To this 
end a puzzle has been set, in which those brave enough to 
try must prove their mastery of all things snake-like. 

King Cobra is otherwise known as Alexey Pajitnov - the 
feller behind the phenomenaily successful Tetris series. Wild 
Snakes is the result of one of two recent projects the man has 
been quietly working on with his own company - JSC Gamos. 
From the glut of puzzle games released of late. Wild Snakes 
is certainly the one with the pedigree to shame all others. 

But has Comrade Pajitnov succeeded in creating another 
classic or was Tetris all he 
had in him? 

Not bloody likely! 




























































































REVIEW 


Diablo 

As you can imagine, the 
waist of the Diablo is a 
snake trap. It provides the 
slightest of gaps through 
which to place those 
snakes. 


3 : ^ 


Quite what everybody expected 
from Wild Snakes isn't certain but 
9 we definitely held out for some- 

^ thing more outlandish than this. 

* From an outsider's point of view 

it looks very ordinary, if not 
" downright dull compared to most 

every other puzzle game on the 
WD. market. How wrong these first 

, impressions are. Given chance 

MUL D. Wild Snakes gets to grip you with 
the strength of a Boa Constrictor. 
That same, focused state of mind 
required for playing Tetris at high levels is necessary 
here to keep the snakes constantly moving so as to 
make room for others. The King Cobra Challenge is 
tough and varied enough from the rest of the game 
to make players feel they have something extra to 
enjoy. Two-player matches seem to hold the same 
potential as classic Tetris, though variations on the 
theme — like magic attacks — could have improved 
things. Compared to the forthcoming Kirby's 
Avalanche, which used to be Puyo Puyo, Wild Snakes 
isn't nearly so colourful and fun. When taken seri¬ 
ously, however, it matches Tetris for its playability 
and demand for concentration. 


(BELOW)Er, Yo 
Home-snakes! 

Big up! Um, 
wicked Junglisf 
grooves in the 
area etc... 
Teen snakes. 


Plus 

The trick here is to ensure, as far as 
possible, that the snakes' heads face 
inwards from the boxes at the side of 
the plus sign. Though chain reac¬ 
tions don't improve the score over 
much, they are essential to clear 
space in this awkward play area. 

Obstacle 

There's more chance of being 
trapped here than a vaudeville 
mouse performing 42nd Street on a 
stage covered in mouse traps. Well, 
look at the thing! It's impossible! 


T'Square 

It appears the extra space at the bottom of this 
formation offers bags of extra room. Well not 
exactly. The legs at the bottom of the pit are blind 
spots if not kept clear. 


X 

As the speed increases the mound at the bottom 
of the X tends to catch one too many snakes for 
comfort, leaving the legs at the side empty and 
useless. 


Flask 

Similar problems to those with the 
Diablo present themselves with the 
flask — it's got an av/fully tight neck! 


standard 

Pretty standard this one, eh. 


THE PITS 

Thinking like a Mongoose isn't really necessary to defeat King 
Cobra. At least the idea isn't to develop a taste for snakes' gizzards 
or anything, but honing your animal instincts to an impossible 
degree is definitely worthwhile. Success in Wild Snakes is achieved 
through the careful manipulation of brightly-coloured snakes; some 
fat, some thin and others in between. Snakes disappear when they 
are bitten into by another of the same kind, and the trick is to keep 
a steady flow of snakes as they fall into a pit - or 'grid' as it is 
described in the game. When the pit overflows the 
challenge is lost and King Cobra has won. In one 
player games it's possible to change the shape of 
the grid, making the positioning of the snakes that 
much more difficult. 


(LEFT) Ifs totally 
shameful that 
innocent snakes 
are asked to 
avoid obstacles 
like this in the 
name of enter¬ 
tainment. Snake 
Lib everybody! 






























^ Despite the bizarre and some- 
, Y what comical premise of this 
_ ) game, a few goes is all it takes 

become totally, com- 
' pletely and utterly mesmerised. 

' J Small wonder when you learn 

that the same brain that devised 
■ Tetris is behind this little gem too. 

. That considered. Wild Snakes 
doesn't quite have the same 
MOV immediate ease of play as Tetris, 
and the tactics you need to 
employ are not instantly apparent 
either. In fact it is by no means as good a game as 
Tetris and yet we've all been sneaking off work for a 
quick waggle of those wild, wild snakes! It's the kind 
of game that gets you like that. Other than that I'm 
pretty much at pains to describe this game to you - 
all I can think of is multi-coloured snakes. Hush 
they're talking to me... Must have another go... 
must... have., another... go...must.... 


CUSTOMERS 

Wild Snakes allov/s two play¬ 
ers to slither up to the controls 
for head-to-head competition. There isn't the over¬ 
whelming variety offered by the recent Tetris 
games, however the content is bizarre enough as it 
stands. As one person clears a group of snakes tiny 
squares appear in a random positions on the other 
player's side of the screen. This may seem trivial at 
first, but as the snakes pile higher and higher these 
blocks begin to cause serious problems. Thankfully 
they're not a permanent fixtures, as skillful play is 
rewarded by their disappearance. 


SLIPPERY 


(ABOVE) They 
slip, they slither, 
they slide. 
Blimey, they 
don't call them 
Wild snakes for 
nothing, eh! 
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STRATEGY 


ACTION 


SOUND 

AMusical tastes aside, 
the Eastern themes sound 
great through the Super 
NES sound chip. I 

▼ The tunes become repetitive and 
annoying after a while. 




PLAYABILITY 

A Precision is the key f 
and it's possible to make | 
the tiniest of adjustments i 
with the snakes. It has a ^ 
unique feel to it which is 
something hard to come by these days. 


OVERALL 

The first real 
alternative to 
Tetris but only for 
the more dedicat¬ 
ed puzzle players. 

Some might find it too quirky for 
comfort. Definitely try it. 


CHALLENGE COBRA 

Though all games are overseen by King Cobra, a 
direct confrontation with him is only possible 
through selecting 'King Cobra' from the options. 
Cobra's challenge is slightly different to the bulk 
of the game, presenting players with more varied 
tasks on top of the standard, snake-matching 
fare. All challenges are preceded by an open- 
ended round in which players learn to cope with 
an increasing number of snakes; with the second, 
main event taking place against a strict time limit. 


Challenge 1 

King Cobra plays fair 
at first, stretching a 
player's ability only 
slightly by asking 
that 50 snakes be 
cleared in two and a 
half minutes. 


Challenge 2 

Once the Yellow 
snake is introduced it 
is given a special 
task to perform. Nine 
eggs are positioned 
within the pit, then 
it's a race to gobble 
every last egg before 
the seconds run out. 


Challenge 3 

45 snakes are 
grouped into gangs 
of six and wait to fall 
into the pit. The 
challenge here is to 
eliminate all colours 
in the short time 
allowed. 


Challenge 4 

Like Challenge 2 
only with red and 
green eggs. King 
Cobra becomes less 
charitable here so 
it's less likely to see 
the red and green 
snake appear with 
much time to spare. 


Challenge 5 

Here it's time to test 
a player's nerve by 
making a pile 20 
snakes high then 
finding a way to 
eliminate them ail in 
a matter of seconds! 


Challenge 6 

This is as far as this 
Mongoose got we're 
afraid! With only 160 
seconds to clear nine 
groups of five snakes 
there's more than 
just fast reflexes at 
play here. 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


LASTABILITY 

A Super Wild Snakes is 
worth keeping at hand for 
lengthy challenges or 
speedy, score chasing 
exercises. As timeless in 
its appeal as Tetris we'd wager... 


GRAPHICS 

A Careful use of colour 
makes it easy to decipher 
the action, even when 

more than nine groups of ---— 

snake are in play. 

▼ Only four scenes to play against and 
they're pretty dull too. 
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G ood afternoon ladies and gen¬ 
tlemen, this is your pilot speak- 
ing. If you take a look out of the 
jj^^M right hand windows, down below you 
^^H^will see the mystical kingdom of the 
Bubble Dragons. Yep that's right. 
Bubble Dragons. Only recently dis- 
covered after years of secrecy, these 
are the boys and girls who put the 
floaty bubbles in your bubble bath. Fairy 
Liquid, and ginger beer. That was until the 
great crisis of last week. I'm afraid so ladies 
and gentlemen, the unfortunate dragons 
were stormed by a gang of ruthless bucca¬ 
neers hell-bent on monopolising the bubble 
^ industry. Enough of my yakking. Our esti- 
mated time of arrival at London Gatwick 
is in approximately half an hour. Enjoy 
the rest of your flight. 

Puzzle Bobble turns your run-of-the- 
mill Japanese puzzle game slap bang 
^ on its head. Maintaining the Tetris/ Puyo 
Puyo tradition of matching coloured shapes 
in an effort to clear the screen. Bobble takes 
a new lead in allowing the player to direct 
and fire the bubbles to the top of the area. 
Quick decision making, and spot on targeting 

-—- are essential in 

the game that 
promises to 

Cjjr \ drive you up 

/if- / 1 \ the wall! 


CARTSPEC 

• BY: TAITO 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PUZZLE 
% CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Oh yes! 

• BATTERY BACKUP: Nope 

• CONTINUES: Password 

• OPTIONS: DiWculty/players 


GAME INFO 

• GAME ORIGIN: Coming from 
a fine family of Bobble games, 
Puzzle Bobble turns normal 
puzzle games on their heads. 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Reach level 
50 

• /l/.7£/?/V/ir/l/ES; Tetris 1, 2, 
and 3, Crazy Cross, Puyo Puyo, 
Super Wild Snakes 


GAME CONTROL 

m CONTROLLER: Joypad 
• RESPONSIVENESS: Excellent! 


Nowt 


_ Any game featuring the antics of 

■ ^ normally guaran- 

r \ teed my vote. However, try as 

hard as I did to like this game, 
Puzzle Bobble left me bored and 
somewhat deflated. Look beyond 
the undeniably cute graphics and 
gll remains is a fairly dull 
puzzler that is at once, facile, 
repetitive and unchallenging in 
RMBRf extreme. Nor does it possess 

the addictive or mesmeric quali¬ 
ties of its much superior contem¬ 
poraries. The proceedings are lifted significantly by 
the addition of a two-player game only to be let 
down again by the overly-simplistic single-player 
puzzle mode - round after blessed round of bubble¬ 
bursting with a challenge factor rivalled only by 
noughts and crosses. A major disappointment in my 
book, especially for a game that is in essence a nice 
idea. For Bub and Bob completists only. 


Shoot 


Nowt 


Start: Start 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY TAITO 

• DISTRIBUTED BY: TAITO 
% MADE IN: JAPAN 

• ARTWORK: c 7554 TAITO 
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LASTABILITY 

A One go and you're 
hooked! I'm not kidding. 

This is one of those gomes 
that makes you want to 
just keep going. 


BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 


LONG-TERM INTEREST 

HOUR 
DAY 
WEEK 
MONTH 
YEAR 


OUERALL 

A superbly addic* 
five game for both 
one and two play¬ 
ers, but marred by 
annoying design 
of the playing area. 


HISTORY 


You may not know this but Puzzle Bobble does 
in fact come from a long line of Bobble games. 

In the beginning there was Bubble Bobble in the 
arcades and on the NES, which was soon fol¬ 
lowed by Rainbow Islands and Parasol Stars. 
Keeping it in the family Taito kept the Bobble 
games coming with the sequel to Bubble Bobble, 
Liquid Kids, and now Puzzle Bobble — a debut 
for the Super NES. Look out in the future for 
Bubble Symphony, their latest project. 


GREAT BUBBLES OF FIRE 

Welcome to the BubbleDome! Armed with bubblepump at the 
ready the lone player faces the challenge of the race against the 
clock. In a Death Star garbage disposal kind of way, the ceiling 
slowly descends on the brave dragon warriors as they furiously try 
to clear the bubble debris. Pay close attention to the icon bubbles 
that make guest appearances to wash, blow, or electrocute the 
pesky bubbles. With a hundred rounds for the winning, a substan¬ 
tial stock of bubble bath is a must. After a hundred rounds, who 
knows? No dragon has lived to tell the tale... 




neap 


STAY ON TARGET 

For all of you control freaks out there. Puzzle 
Bobble has a final game feature that allows you 
to test your skills to the max. As you take your 
bubble into your own hands, you will realise that 
even the smallest mistake spells defeat in the 
unfeasibly tough challenge of removing every 
single bubble from the screen. Frustration is 
guaranteed, but at the end of the day, so is an 
infallible sense of targeting. 


BUBBLE WARRIORS 

Two players are better than one, or so the old 
adage goes. And this is the more or less the 
case in the split screen style. As a solo competi¬ 
tor you can select the story mode confrontation 
with rival bubblers, CPU characters with a keen 
sense of targeting. Alternatively you can find 
yourself a chum and battle to the limits of colour 
blindness piling bubble upon bubble. 








RNT 


PAULS 


WARNING: 
For those 
easily 

% addicted to 
I games of a 
M puzzle 
% nature. 

Puzzle 
Bobbie will 
drive you 

nMaag n insane! This 

• “mUL D is one of the 

best and 

most frustrating puzzle games I 
have seen for quite some time. 
The mixture of Japanese cutesy- 
ness and original play puts this 
high in the rankings for 1995, 
it's just so darned addictive! But 
saying this, you can't help but 
get the feeling that the screen 
needs to be longer as the 
rounds are sometimes ridicu¬ 
lously short. I'm also somewhat 
dubious about the fact that too 
often you can spot defeat a mile 
off and just give up without 
much hope of fighting back. 
Nevertheless, Puzzle Bobble is 
without a shadow of a doubt a 
title to be reckoned and a 
potential purchase for puzzlers. 


GRAPHICS 

A Fantastically cute 
Japanese design and dec¬ 
imal point accuracy. 

▼ The playing windows 
need to be just that little bit bigger. 


SOUND 

A Aaaaahl Lovely liccle 
digitised voices and a very 
jolly tune to accompany 
the battles. 

T The tune gets to be a bit repetitive. 


PLAYABILITY 

A Builds up very nicely 
to all out manic hecticness 
that demands absolute 
precision in later levels. 

▼ The rounds should last longer. 
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I t's nice to think that other civilisa¬ 
tions exist in other galaxies or in J 
parallel universes. If they do exist, 

Vm not so sure their inter-dimensional 
means of transportation would be a 
gigantic Polo with a few scribbles on the 
edge. Still different strokes and all that 
jazz, because according to the creators of 
StarGate, the ancient Egyptians were 
enslaved by an alien StarGater. 

Playing the role of Daniel Jackson, the 
scientist from the movie, the player must 
close down all of Ra's StarGates by solv¬ 
ing the code of the hieroglyphics. In one 
player mode the race is on against time, 
but in the two player battle the final chal¬ 
lenge of Ra is for the taking. Cunning 
puzzle tactics and cat-like reflexes are 
essential to save the universe. 


coDH c:rac:khrs 

Depending on how confident you are, there are four 
different methods to solve the code of the StarGate. 
Simplest of the four is to stack three identical symbols 
vertically on top of each other. But 
I if you're feeling a bit more daring, 
you can always have a go at 
matching the code in order hori- 
zontally where the code can follow 
. ^ J in either a clockwise or anti-clock- 
M sequence. For the real expert. 


fe 


1 -i 
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STARGATE 



WILDCARDS 

To assist Daniel in closing down 
the gates, special tiles have been 
included in the sequence. The 
blank tiles act as 'wildcards' to 
match with any two other tiles, 
whereas the dagger tiles will 
erase an entire column in the 
process eliminating mistakes. 


(ABOVE) Eye, eye! Death in the bow¬ 
els of the mighty Sarlak! AaarghI 



I-SMOW TEif] 
STI=lf5EE=lTE 
DDDRUE=1V . 
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(LEFT) No really! 
You're kidding! 
That's incredible! 
How did you 
work that out? 
Next you'll be 
telling me it's a 
door to another 
planet populated 
by ancient 
Egyptians. 



Ignore the extremely tenu¬ 
ous link between the film 
and the game, and what 
you have left is a thor¬ 
oughly enjoyable and 
challenging puzzler for the 
Boy. After the initial confu¬ 
sion of working out the 
scoring system, the pres¬ 
sure soon builds with the 
ever increasing challenge 
from the speed and the 
CPU challengers. Very sim¬ 
ple to pick up, but like 
other classic puzzle games, 
not so easy to put down. 



C2SS 



















>l«lalm 


IT WILL 


TAKE YOU 


A MILLION 


LIGHT YEARS 


FROM HOME 


GAMEBOr 


STARGATE’ 


1994 LE STUDIO CANAL +(U.S). ALL RIGHTS RESERVED. DESIGNATES A TRADEMARK OF LE STUDIO CANAL +(U.S). ACCLAIM IS A DIVISION OF ACCLAIM ENTERTAINMENT o & O 1995 ACCLAIM ENTE RTAINMENT, Al I RIGHTS RESLF1VE L 








CART SPEC 

• BY: KONAM! 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: ACTION RPG 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1/2 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 

• CONTINUES: Saved game 
m OPTIONS: None 


GAME INFO 

• GAME ORIGIN: Based upon 
KonamTs classic Goeman 
sagas of yesterday 

% GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Collect Dr 
Yang's Mega Hoopla! 

• ALTERNATIVES: The only 
alternative to the wacky 
Goeman game is the previous 
two adventures! 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent! 


Nothing 

O 


Nothing 

Jump 


O 


Use weapon 

L: Select weapon 
R: Select weapon 

Start: Starts/ltem menu 
Select: Transform 


GAME CREDITS 

• DEVELOPED BY: KONAM! 

• DISTRIBUTED BY: TBA 

• MADE IN: JAPAN 

• ARTWORK: c 1994 KONAM! 



The Large Hand boss is defeated moving Goeman and his 
pa/s one step closer to the final battle!! 


T o call Goeman a common 
thief would be an insult to 
his expertise. He is in fact 
the aristocrat of thievery. In 
Goeman's shifty hands theft 
becomes an art form! In this, 
the third instalment of the 
Goeman series, we see him 
embarking on another adven¬ 
ture exploring villages, forests, 
castles, rivers and endless other 
places, all in the company of his 
trusty comrades. 

With the emphasis more on 
action than exploration, the 
Mystical Ninja takes on loads of 
foes, bashing them with his pipe 
and picking up money or any 
other useful items along the way. 
Among his mystical abilities is 
Goeman's talent for chang¬ 
ing into any of his friends, 
giving him the opportunity to 
shrink, become the fastest 
sword in the East, swim like a 
fish, launch a bazooka and do 
loads of other wacky things. 

With loads of places to 
explore and hordes of secret 
bonus games that definitely 
succeed in acquiring that weird 
edge, Goeman 3 could see the 
flamboyant thief stealing a lot of 
time in the pursuit of adventurel 



CHOOSE FROM FOUR DIFFERENT CHARACTERS EACH WITH 
THEIR OWN UNIQUE SKILLS AND SPECIAL WEAPONS!! 


L 



Goeman has the very special advantage in 
this third instalment of being 
able to transform himself into 
a variety of other characters. 

Right from the start he is able 
to change into Doctor Yang, 
but this isn't all. After 
Goeman has defeated certain 
bosses, those who were once 
his enemies become his allies 
and he is free to transform 
into them too. Here's the low- 
down: 


DOCTOR YANG 

Doctor Yang is with 
Goeman right from the 
start. He is an expert 
with the hula hoop. 
Traditionally he uses a 
gold one but should he 
get hold of one with red 
and white stripes it great¬ 
ly increases his power. 
Yang also uses throwing 
stars and, as with the 
hula hoop, he can power 
these up too. Yang's abil- 


SHRINKTASTICn 

Prove your mettle in a sub-game to learn the 
Super Shrink technique enabling Yang to 
squeeze through tiny gaps. 


HULA HOOP POWER!! 

Use the Striped Hula to swing from 
knobs on the walls. Oo-er! 


1^ OFF-THE-WALL WEAPON!! 

Power-up Yang's ninja stars to the more 
deadly reflecting Golden Spikes! 



































RCVIEW 


WE TAKE SWITCH!! 

Almost all the levels require cer¬ 
tain switches to be turned either 
on or off to progress. These 
switches activate doors, lifts and 
remove obstacles from your path! 


mm 


FOUR WACKY WARRIORS ON A QUEST 
TO SAVE SOMETHING OR OTHER! 






COLLECT NEW WEAPONS, 
ITEMS, COINS AND ARMOUR 
TO AID YOUR QUEST! 

All Goeman adventures have invioved collect¬ 
ing items and cash to enable our hero to 
progress and the latest saga is no exception. 
Goeman will need to explore all areas through¬ 
ly, talking to everybody until you receive or 
swap certain items which are vital to procede. 
Shops sell the usual food and armour and if 
you can piece together a Gold Cat statue (you'll 
need four grey cats to make up one gold) you'll 
add one additional heart to Goeman's life bar! 


mUffS WHKR 


-I 



RKET!! 



SWING-BATTA!! 
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ease. Watch your fingers though. 


• LOLLA-BA-ZOOKAH 

I Short range weapon which isn't 
that special. Yet.. 


tions. Another of 
his talents is 
throwing bombs 
that will breach 
walls and doors. 


FISH FIGURES!! 


BOMBER MECH-MANU 

Blast through walls and doors with 
these handy explosive devices. 


COVERING FIRE!! 

Flaming Darts shoot in every direc¬ 
tion when things get critical 


RUN RIGHT THROUGH!! 

Scythe through your enemies with 
ease. Watch your toes though. 


ity to shrink to a 
fraction of his origi¬ 
nal size also means 
he is the one to use 
to get through tiny 
gaps. 


MECH-NINJA 

Ninia makes his 
arrival In the game 
on the back of a 
mechanical frog. If 
Goeman succeeds in 
unsaddling him, he 
decides to make friends. He's very 
useful with his knives making him the 
most efficient character to use when 
dealing with common enemies. He 
also has the ability to power up, 
sending fireballs in all direc- 


BETTY 

Like Mech-Ninja, Betty (that isn't her real name but I 
haven't the faintest idea what is) makes an appearance in 
Goeman 2, but now you 
can take control of her. She 
uses a sword to vanquish 
foes but she also has the 
chance to make use of a 
bazooka. Another of her 
special talents reveals itself 
on water stages where she 
transforms into a mermaid. 
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Blimey! This 
game is mad 
and no mis¬ 
take! The first 
Goeman was 
excellent, the 
second was 
superb but 
this latest 
adventure is 
better than 
■ both put 

together! Konami have packed 
so much into a cart which fea¬ 
tures all the elements from the 
previous sagas and plenty of new 
bits too. The most stunning being 
the 3-D chase sequences which 
are great fun to play and pro¬ 
vides yet another example of 
Konami's programming ingenu¬ 
ity. The challenge is vast with 
hours of exploration, platform 
and mode 7 combat antics all 
thrown together perfectly. One 
minute you'll be battling giant 
wooden frogs, next you'll be 
wondering which villager needs 
the magic lemon before climbing 
aboard a huge robot to scrap 
with a metal nun! Exactly. It's 
mad and you've got to buy it! 



HPS GOT HIS BIG HEAD UP IH TH 


LARGE ROBOT TO CONTROL! SMASH THROUGH THE 
STREETS AND CRUSH YOUR ENEMIES FOR FUN!! 


The giant Go-Robot returns for 
more mech-based madcap 
antics but unlike the long dis¬ 
tance viewpoint in Goeman 2 
we are treated instead to real 
close up battle as the huge 
machine battles through forests 
and cities in an attempt to reach 
the end-of-level guardian. 
Smaller robots and enemy ninja 
hide in the trees and buildings 
and should be blasted before 
they open fire on you! 


ATARMSLENGHTU 

The first Mech that you will find is 
armed with only Punch power. This 
can be used to break open crates 
that block your way. 


NUNS ON THE RUN! 

The village has been 
destroyed! Summon the Go- 
Robot and pursue the evil 
Nun! Another example of the 
Goeman wackiness that runs 
throughout the game. 


r 


FUPPIIf MECH! WHAT OH EARKS THAT? 



LEAP OF FAiTHi! 

Move the arrow under each 
character and press the B 
button to jump or you'll 
take some serious damage. 
Too many hits and it's bye 
bye Goeman! 


OSmS) 40 


THE RACE IS ON! SPECTACULAR 3-D CHASE SEQUENCES! RUN 
THROUGH THE STREETS AND DONT GET STOMPED ON!! 


FLAT OUT!! 

Besides bombarding you with the 
usual lasers and the like, each boss 
will occasionly charge forward and 
try to flatten Goeman and his pals! 
Use theY button to accelerate out of 
his reach. 


Those who know Goeman 2 
will remember the Sumo robot 
vehicle that Goeman uses 
from time to time. Well it's 
back and it's slightly different 
too! For a start it features more 
prominently this time and you'll 
see it popping up throughout 
the game when it's required for 
specialised tasks. These include 
making use of its unique arm 
functions which include flame 
throwers and lasers. You'll need 
these weapons to breach doors 
and obstacles that 
block your way. The 
robot also features 
in several stunning 
3-D chase 
sequences which 
see our plucky 
Ninja chums being 
chased by huge 
boss robots! Run 
like crazy to avoid 
getting crushed by 
their feet! 


























UP A FUNCTION!! 

The Go-Robot is also fitted 
with a nose cannon that can 
be used to destroy enemies on 
the roofs of buildings. Go can 
also jump and duck to avoid 
enemies. 


IN MOTION!! 

Besides the attacking arms the MecITs 
have the ability to Jump and also have a 
useful dash function which enables you to 
move-more quickly through enemy bases. 


be used to destroy enemies on 
the roofs of buildings. Go can 
also jump and duck to avoid 
enemies. 
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LIGHT MY FIRE!! 

By lighting the fire¬ 
works in the same 
order as the other guy 
successfully will earn 
Ebi the bomb weapon. 
Use the bombs to 
break through the cas- 


|» X 0 1. 




SIZEfSNTALUl 

Avoid the creatures for 
thirty seconds to earn 
the shrinking power per¬ 
manently. You can't take 
more than five hits or 
you'll fail the test 


TAKE TO ARMS!! 

The first Mech that you will find is 
armed with only Punch power. This 
can be used to break open crates 
that block your way. By finding spe¬ 
cial computers hidden in later stages 
you can upgrade the Mech with 
both Flame Throwers and Laser 
Cannons. 


GIANT FISTING!! 

Yang must jump care¬ 
fully to avoid the crush¬ 
ing fists that come from 
both sides of the wall. 
This level is extremely 
tricky so take your time! 


Goeman 2 
was never 
released offi- 
5r cially in the 
UK owing 
more than 
anything to 
the 

^ American's 

dislike of 
games that 
are too 

involved or too Japanese to 
swallow. Despite this the 
Goeman series has acquired a 
devoted following and this 
sequel to the sequel should do 
nothing less than improve its 
reputation. The emphasis in this 
third edition is more on action 
but it maintains the same addic¬ 
tive quality that has made it so 
popular in Japan. Its secret is in 
successfully combining fast and 
tough gameplay with a healthy 
dose of quizzical exploration, 
requiring the player to genuine¬ 
ly get involved in all aspects of 
the game if they want to make 
any progress. This is supple¬ 
mented by a religious attention 
to detail and a keen sense for 
diversity. The graphics and ani¬ 
mation are, more than anything, 
the icing on the cake. There are 
loads of huge, colourful and 
inventively weird sprites, and the 
programmers have ensured that 
there are plenty of different 
styles in the game from the 
basic platform action to 3D 
chases, one-on-one fights, the 
impressive Goeman Mech 
sequences and the traditional 
RPG style isometric stages. Let's 
hope it's third time lucky for an 
official release in the UK 
because Goeman 3 is definitely 
worth it. 




STRATEGY 


ACTION 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


SOUND 

A Some particularly 
catchy tunes and along 
with the sound effects 
they succeed in creating 
the appropriate atmos¬ 
phere. 


PLAYABILITY 

A Absolutely loads of 
diversity in the gameplay, 
what with the mixture of 
styles meaning there is 
rarely a dull moment. 

▼ A bit of slowdown very occasionally. 
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OVERALL 

A brilliant sequel 
to the sequel, as 
original as any 
Goeman game 
could ever be and 
a must-buy for platform fans and 
daft sods alike. 

























You may have heard in the news 
about the sailor Popeye's valiant act of 
saving the world? Well it hasn't taken 
long for the leisure industry to start the 
pinballs rolling in honour of the indefati¬ 
gable peoples' hero and his never end¬ 
ing battle against Bluto; chairman of 
Earth Paving Co, Blutonium Waste, 
Nevergreen Logging and Spilco Oil. As 
tribute, the world's leading Pinball table 
company — BALLY ® — have dedicated 
an entire table to the man, his pipe and 
those magnificent forearms. It's an 
event never seen before in recorded 
history so perhaps the best person to 
explain it all is the man himself, using 
excerpts from his address faxed to the 
staff of Nintendo Magazine System on 
January 29th, 1995. 

"I Omsk delighted with Bally's 
diskission to show respek for my 
small, insignificantsk effort for 
mankind. On behalf of Swee' Pea, 
Olive and Myself I'd like to thank 
everyone for the presgents and 
well wishkers we've riskeeved /„ ; 
since Bluto was taken to task, 
and leave this message for any¬ 
one elske thinksking they've got 
a chansk againsk me: If you 
think that was impresskive, YOU j 
AINK SEEN NOTHINK YET!" 


Touching words, don't you 
agree.. At the recent ATEI — 
the coin-op trade show held in 
London — the NMS crew were 
given some 'spends' by Pinball 
Meisters Gametek, so we 
could hunt down the most 
spectacular table at the show 
for a prize in this excellent, 
new competition. As Andy 
talked us through the lovely 
turned leg and fine Rose 
wood veneer of the Press 
Desk, the rest of us spied 
Popeye Saves the Earth. It's 
Bally-Midway's most Incredible, innova¬ 
tive table to date and it could be yours! 
Want to know how? Read on. 

I POPEYE^” The Hearst Corporation. j 

I © 1993 King Features Syndicate, Inc. \ 

• Used by Permission i 
































GAMETEK PINBALL GURUS 

Before we go any further, we thought it wise to 
remind you all that Gametek's realistic silverball 
simulation Pinball Fantasies is on the shelves. It 
racked up a high score on the Super NES and 
rang a few bells on the Game Boy too. It's the 
most convincing rendition of the noble sport of 
Pinball available. Right, on with the show... 



YOUR USEKLESS! 

Judging from experience we reckon NMS read¬ 
ers are among the most artistically challenged 
people in the known universe. So we're hedging 
our bets and setting another 'Design your 
own...' competition; in the hope that nobody . 
will win and we get to keep the table for our¬ 
selves! Of course you could all prove us wrong 
and deliver work of a standard unprecedented 
in NMS history. 

DO YOUR BESK! 

; So the task is set: Design your own Pinball 
• Table, basing it around the exploits of the staff 
; at NMS. All entries must reach us by April 31st, ■ 
' 1995 with the results due for publication in our ■ 
^ June issue 32. One more thing, be sure to fill in : 

this form otherwise your entry doesn't count, 
i Oh, and another one more thing — make sure ! 
i you've got room in the house for this machine. If | 
i you're not sure, here are the exact specifica- • 
I tions; we don't want your folks complaining to 1 

I ! 

; I 

: Height: 76" or 194 cm 

Height with black box folded: 56'" or 142.25 cm ; 

: Width: 29" or 73.5 cm 
; Depth: 55" or 139.5 cm 
! Weight (Crated): 320lbs. or 144 kg 
Weight (Uncrated): 300lbs. or 135 kg * 


PINBALL FANTASIES 
COMPETITION ENTRY 

1 yam. 

1 live in. 


.POSTCODE:. 


If 1 win 1 have my parent's 
permission to receive the prize. 

Tick 1 1 
Box 1 1 


AH nsssss 

























We have had sackfuls of mail for the tips section this month. And Postmen across the 
country are, at this very moment, rubbing mentholated liniment into their aching 
backs and taking legal advice. And the reason why? All of you want to win those 
great Konami games on offer, in particular a little-known game called International 
Superstars Soccer. What a pity, then, that the vast majority of you wrote in with the 
same fiinkin' tip for Donkey Kong Country! What we'd really like to find out is, is 
there really a fully rendered version of the originai Donkey Kong game lurking with¬ 
in the jungles of DKC? The person who finds that out will earn themselves a very spe¬ 
cial prize indeed. If you are that person or, indeed, if you have any other tips worth 
sharing send them off to FISH, TIPS AND PEAS IN A TRAY WITH GRAVY, NHS, NMS 30- 
32 Farringdon Lane, London EC1R 3AU. 


Last month about a million of you wrote in 
informing us how to play all the Bonus stages 
in DKC. Shame that once in there it was 
impossible to get out. Kenneth Kendall of 
Glasgow reckons escape is possible by simply 
pressing START then L, R and SELECT when 
you reach the Gold statue bit in each bonus 
level. Mark Hopcraft and about 100 others of 
you, on the other hand, say that all you need 
do Is end a game with both Donkey and 
Diddy, then enter the bonus stage as normal, 
collecting as many lives as you like. Then, 
once Donkey and Diddy have completed any 
one bonus round and have re-entered the 
cavern, just press START and SELECT to get 
back to the Saved game screen. He does 
stress that you can only perform this feat if 
you have both Kongs. We must also stress 
that we couldn't get this to work. Better off 
using the cheat below... 


Whilst we're about it we might as well make 
mention of another DKC cheat that was also 
big, nay, humongous in the tips bag this 
month. In fact, so numerous were the senders 
of this cheat, we're not going to award any 
stars to anyone at all. Thrrrp! Anyway to col¬ 
lect 50 of your Earth lives go to ERASE GAME 
and press B, A, R, R, A and L (Barrel, geddit?). 
Now start any file with 50 lives, gratis, free 
and without you having to be good at games. 
Or anything. 


Why you'd want to try this cheat for 20 lives 
when there's already one for 50 is anyone's 
guess. However this little tip from Oliver 
Toullis is different in that it requires a mod¬ 
icum of skill on the player's part. On Elevator 
Antics find the Save Barrel half-way through 
the level. Making sure you are using Diddy 
jump on the first Klump after the 
barrel TWICE, then roll-attack 
him. If this is performed in quick 
succession 20 lives are bunged 
atop of your total. Die and you can 
repeat this process to rack the lives 
up. That's pretty cool actually - what 
you might call a real man's cheat. 


Garyen To has a couple more cheats for 
DKC that probably don't work either. For a 
music test press DOWN, A, R, B, Y, DOWN, 
A and Y, spelling DARBY DAY, which leads 
me to think that the programmers, as well 
as being a bit waggish, fancy the gee-gees 
somewhat. Whatever the case, Garyen reck¬ 
ons to have another cheat too that enables 
the second player in the Team game to take 
control of player-one at any time they so 
please. Press B, A DOWN, B, UP DOWN, 
DOWN and Y, spelling BAD BUDDY. Both 
codes should be entered at the erase phase 
as in the BARRAL cheat. 


(BELOW) The BAD 
BUDDY cheat shows 
which character is 
being controlled by 
who on the map 
screen. What a 
relief, eh! 


50 LiVES 

DONKEY KONG COUNTRY 


SUPER MES 


MORE KONG KAPERY 

DONKEY KONG COUNTRY 


SUPER NES 


★ ★ 


EXIT THE SPECIAL STAGE CHEAT 

DONKEY KONG COUNTRY 


SUPER NES 


20 LIVES 

DONKEY KONG COUNTRY 


SUPER NES 



QUmS) 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 









































I START WITH THREE CONTINUES 

EARTHWORM JIM 


SUPER NES 


★ ★ ★ 


Annelid-fancier, John Riley reckons that if you 
pause Earthworm Jim during play and tap in 
A, X, A, X, A, A ,A, A then reset the game by 
pressing L, R START and SELECT all together 
you will begin the game with three continues. 
He also reckons this cheat hasn't been print¬ 
ed before. We reckon if he's wrong you 
should all descend on his home town of 
Halesowen and post worms through his let¬ 
terbox. 
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WODGESOFWONGA 

SIM CITY 


SUPER NES 


★ ★ 


INVINCIBLE/LEVEL SELECT 

THE LIOH KING 


SUPER NES 


i 




BYE BYE BADDIES 

DEMON^S CREST 


SUPER NES 


★ ★ ★ 


Here's an interesting code from Garyen To of 
Acton. Rather than allow you infinite energy 
or ammo to help you through the game, this 
code aids your progress by removing all ene¬ 
mies except the bosses. Enter this at the 
Continue screen: 

RBNL XHGB VGBB LYLD 




Big waves of deja-vu washed over me when 
reading this tip from Darren Bowen, but seeing 
as you can pick up this great game for under 
£20 at the moment I thought I'd blow the dust 
off it for old time's sake. Pause the game and 
spend all your cash on Police Stations and Fire 
Departments. Now unpause and spend any 
remaining dosh on roads and bulldozing. Wait 
for the tax screen to appear in December, hold 
down the L and R buttons, exit the screen and 
then re-enter. Now whack funding for 
Transport, Fire and Police up to 100%, exit and 
let go of the L button, wait a further few seconds 
and release the R button. £999,999 should now 
have been deposited in your account. Cool. 


Any player worth his or her salt shouldn't 
really need this cheat until the adult Simba 
levels but, hey, we're nothing if not democra¬ 
tic, and cater for sad gamers here too. Go to 
the Options screen and press the following 
buttons B, A R, R and Y. Get the impression 
that a programmer called Barry may have 
been involved in this game? Who cares! If 
this has been performed correctly an all-new 
Options screen should pop up allowing you 
to select your chosen level and gain perma¬ 
nent invincibility. Just think - you'll be able to 
breeze through the game in no time, see all 
there is to see and never, ever play it again. 
Most worthwhile. 


TOOL UP! 

SUPER BOMBERMAN 2 


SUPER NES 


THE SEVENTH CHEA T OF THE SEVENTH CHEA T 

SUPER RETURN OF THE JED! 


SUPER NES 



Let's face it - starting this game with one fee¬ 
ble bomb and trolling around trying to 
power-up is a chore. This handy code, how¬ 
ever, negates the need for all that and allows 
you to start the game with six fully powered- 
up bombs and a Detonator. Just enter the 
password 1111 and stop 
yer moaning. 


To start this game with either seven Empire- 
busting credits or seven Skywalking continues 
try either of these two button combos on the 
title screen. A, B, A, Y, A, X for the continues 
or A, B, A, B, A, B, A, B for the credits. The 
Ewok yelps if you've got it right. But then 
again Ewoks are like that... 

Also on a Jedi-ular tip, that lad Garyen of 
Acton has these extra cheats for the 
game. For 99 lives press X, X B, A, Y. 
For all characters available at all 
times press X, X, Y, Y, Y, X. Finally, 
for infinite Thermal detonators 
press B, X, B, X, B, X, B, B, B, Y. 
Given the sheer number of tips 
sent in by Garyen, he is this 
month's winner of the two 
Konami games. Nice one, Ga! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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LEVEL CODESAND THEN SOME 

mmac 


SUPER HES 


It's not often that we get cheats sent in by the 
programmers of games themselves, however 
here, by means of an exception, are a few 
top tips for that superb Super FX game Vortex 
hot from the horse's mouth. Well, the collec¬ 
tive mouths of Argonaut actually. They're not 
going to get any stars, though. 

Firstly here are a few level codes. 

VORTEX 1: VBBBB 
CRYSTON: YFGJW 
VOLTAIR: RWXVP 
THERMIS: DHLNC 
AAAGMEMO: BGVRG 
VORTEX 2: JNBTK 
TRANTOR: XLQMB 

And just because we're feeling generous, try 
these two for size as well. 

INFINITE LIVES: JHSJ 

INFINITE AMMO: WSVTQ 

That little lot should see you right for a while, 

next month we'll reveal ace codes for full 

invincibility and a level select that does more 

than you'd expect. 


SECRET CHARACTERS 

MBAJMM 


GAME BOY 


Just like its big brothers, the Game Boy version 
of NBA Jam has its fair share of secret charac¬ 
ters too. Unfortunately there are only three - 
unless you know otherwise... The first chap can 
be found by going to the screen where you 
enter your initials and inputting the letters F 
and R then, with the cursor on the letter E, 
press LEFT and B simultaneously. The initials 
will read FRD and the character is yours. Using 
the same process enter V, I and, highlighting 
K, press RIGHT A and B to enter the password 
VIK and get the second secret character. The 
last one can be found by entering B and A 
before highlighting the blank square and 
pressing Up, A and B. The password should 
read BAT if you've been successful. 



GAME BOY 


LEVEL SKIP 

COmRA 


GAME BOY 


POWER UP YOUR PLAY 


These cheats work like the grown-up version 
too. For Powered-up Defence tap any button 
five times while holding Up on the pad on the 
Tonight's Match up screen. Hold RIGHT on 
the joypad during the Match up screen whilst 
pressing any button 15 times produces 
Powered-up Intercept. And last and by all 
means least is a shot percentage display that 
appears magically if you tap any button three 
times during the Match up then hold down 
Up and B until the game begins. 


EXTRA CHARACTERS 

smutuu SHODOWR 


GAME BOY 


★ ★ ★ 



It's Garyen To again with a cheat for this 
great little beat 'em up to give an extra three 
player-selectable characters. He says to wait 
until Haomaru's eye's close on the intro then 
to press select three times. Now you should 
be able to choose from Kuroko, Hikyaku or 
Amakusa, making this game thrice as cool. 


Personally I don't think we should print 
cheats like this. Young players these days 
have it all too easy and should be made to 
play a game from start to finish. Like when I 
were a lad. Mutter... grumble... Anyway, 
enter the code H2F2 at the password screen 
and start play as usual. Now, whenever you 
feel it is all becoming too much for you, you 
can escape to the next level by pressing 
START. Tch...Kids today, honestly! 


CHEAT AND CHEAT SOME MORE 

WARIOUUiD 


GAME BOY 


Surely a cheat to end all cheats! This devious 
device allows you to alter all the stats on the 
info bar in any way you jolly well please. 
Simply PAUSE the game and press SELECT 16 
times to make a cursor appear in the Info bar. 
Holding A and B and press LEFT or RIGHT to 
move the cursor over any number you wish to 
change and press Up or DOWN to alter that 
number. Presto! Power-up central. 


10 LIVES 

CAsnofAum 


It's John Hopcraft again, does his tipping 
mightiness know no bounds? Well yes it 
does if exhuming crusty old cheats like this is 
what he's having to resort. Anyway, if ten 
lives is what you feel your Castlevania gam¬ 
ing is lacking, try entering the password HELP 
ME, making sure to leave a space between 
words, and said lives are yours, my liege. 
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A PLAYER'S GUIDE 

They may be whacky, they may be zany, they may have baloney 
in their slacks, but these devils are causing something of an 
frenzy amongst Super NES players. The challenge is to the 
extreme, but with the help of your ever friendly NHS, success 
will be for the taking. 

As with any tough title, the key to getting through in one piece 
is by mastering all of the controls. You will be required to use 
every single whacky action against the enemies of the studio. 
What's more, every nook and cranny must be explored to the 
max in order to find the missing pieces of script. But as a rule of 
thumb; if in doubt, dash attack the object to see if it 
opens a secret room. The movie antics are calling 
you to task lights, cameras, anim-action! 


THE 

STUDIO LOT 

Now you're out in the big 
wide studio lot and the pres¬ 
sure is really on. Time is of the 
essence as Ralph is on your case, 
if he catches up with you it's time 
for a spell in the water tower. And 
when that's the case, it's all up to you. The 
rest of the lot is broken up into themed stu¬ 
dios full of hidden dangers and puzzles to 
solve. So without much further ado, let's get 
zany to the max! 

AQUA? IC STUDIO 

All aboard the water filled studio as we head 
across shark-infested waters to the final con¬ 
frontation with the squid boss. 


STUDIO HQ 

Before the troublesome trio can head off into 
the studio lot for funs and frolics galore, they 
have to get through the Studio HQ. This 
shouldn't cause you any problems, as even 
the giant-sized air conditioning system can be 
overcome with a quick Short Stack. However 
there are bonuses to be had for the more 
observant maniacs out there, by pushing the 
first plant (next to the entrance) to the right 
and making a secret door appear. Inside this 
secret room are medals q plenty, hopefully 
stocking you up on extra continues. Outside 
of the office, bounce on the sunshades and 
smash the boxes to gather more medals, and 
then carefully use the dash attack to avoid 
the clutches of Ralph. 


RAFT RACE 

On the raft, the trick is to use the dash attack 
to speed home, but practice is required when 
reversing to collect medal fish. In a different 
style of tactics, face the opposite direction to 
motor between the islands. 


JAWS! 

Whatever you do, don't delay on the second 
raft section. If you don't want to end up as 
shark lunch, use the patented emergency 
stop/ reverse motion. They have mouths full 
of teeth, but they're easily foxed. 


SCRIPT 

Time to collect your first 
piece of script! After 
the second shark 
attack and when you 
have to double back 
on yourself, collect 
all of the medal fish 
and watch out for 
the piece of script 
that appears on 
the island. 


SQUIDS IN 

On board the pirate ship you must pre¬ 
pare yourself for the first round against 
the squid. Before lock arms, however, 
check out behind the mast for a coin-fest. 
To defeat the squid in both rounds, posi¬ 
tion the cannon in the centre of the deck 
and jump on it to release a deadly can¬ 
non-ball. Once the squid goes down, 
jump on the cannon again to release 
another piece of script. 

SQUIDS OUT!! 

The final encounter on the Aquatic sound 
stage is with big brother squid controlled 
by the evil pirate captain. Again it's a case 
of firing the cannon into his forehead to 
send him flailing. Before zipping though 
the exit, take a peek to the right for 
another lost page of the script. 
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VROOM BROOM 

This stage shifts and the best way to judge 
your moves is by watching the rabbit with 
an eagle eye. When he jumps track, do 
the same — when he jumps, JUMP! 


SCI-FI STUDIO 

Space the final frontier. Yakko, Wakko, and 
Dot go where no Animaniac has gone before 
in search of the missing pages. As you'd 
expect the risks are high, but if you follow 
these guidelines, it's a piece of cake. 

FACE-HUGOERS 

From the outset the face-huggers will be after 
your face. The simplest way to deal with them 
is to keep walking and avoid jumping too 
much. If you take a sidestep towards the end 
of the section, gold medals are up for grabs. 


CLOSE ENCOUNTERS 
OF THE RALPH KIND 

Devil's Tower is the next location for the dash 
against Ralph. Try to keep out of his way by 
using the dash attack. This time round you 
can confront him with the same attack to 
knock him on his butt. When the mother ship 
lands, walk into the light for an out of this 
world experience. 


FANTASY STUDIO 

The cinematic capers continue in the realm of 
an Alice in Wonderland-esque dream world. 


NEVER-ENDING DOGGY 

Another of the more challenging sections, 
timing is essential. Often you will have to 
make leaps of faith from the tip of his tail to 
his head in quick succession. Again it's a 
case of practice! Use the arrows on the 
platforms to judge where he will surface for 
the next piggyback. 

ABRIDGED VERSION 

Get that sinking feeling? Well keep on the 
move! Once again I'm afraid it's a case of 
casing the joint to find the easiest path. 


PACK OF CARDS 

Dash the Card Guards to get past them, and 
when you confront Ralph, use the cards in the 
wall to trampoline away above him. 


The key to success on the lift is to stand to 
one side paying close attention to the lights 
attached to the electrodes. Move when the 
light starts to flash, and as before dodge 
the face-huggers on foot using only the 
dash attack and not jumping. 


SCARECROW 

Spot the scarecrow at the foot of the stair¬ 
case? Dash attack him a couple of times for a 
top piece of script. 


DUEL 

With an articulated 
lorry in tow, the dash 
attack is the only 
method of escape. 

There is no easy way to 
beat this stage, but prac¬ 
tice provides the best route. Once you've 
beaten the flames and conveyors, the only 
way to crush the robot is to dash attack the 
switches until they finally stay on. You can 
avoid his metallic clutches by leaping up and 
over. Watch him flatten when the hydraulic 
press moves into action. 


2001: AN APE ODYSSEY 

Things shift up a gear as you are faced by 
monolith mayhem. Avoid the slabs, but use 
them to collect medals up on high. At the end 
of the level check out Charlie 


DEATH STAR BOWLING BALLS 

Possibly one of the most difficult sections 
of the game, the bowling balls require 
ninja-like reflexes to succeed. When faced 
with flattening, jump and rotate the pad 
from right to left in a semi-circular motion, 
but don't forget to make a huge leap of 
faith as soon as the exclamation mark 






sign pops up. 
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THREE OF A KIND 

When you spot three card soldiers hanging 
about on a raised level, dash attack them all 
to make a secret room appear. Once inside, 
bounce on the balloons to gather all of the 
collectibles, but don't exit through the first 
door if you have all three characters. Instead, 
climb the ladder and hop over the wall to 
scoop gold medals galore! 


TEMPLE OF DOOM 

Keep pushing that dash button to skip 
through the descending ceilings, and use the 
spring block to nab all of the medals on high. 


KING OF SPADES 

My what a card! Force him to spell his own 
defeat by dashing to the left when he starts 
his sprint. Now wait with patience for the 
ten tonne anvil to squash him flat. Repeat 
this a couple of times to finish him off. 




StUPHAPPr 

Attempt to stay on the platforms in the tree 
tops, but if the worst comes to the worst, use 
the spring-loaded lily pads to either return to 
the platforms or avoid the gator. After the 
river section, dash attack the sign pointing up 
for a secret bonus level. 


Fangs for the memories! The Count is 
baying for your blood and the only way to 
stop him is through a clever combination 
of tactical jumps and ducking motions. To 
beat Ralph at the end of the level, wait 

until he gets up 
close and jump 
over him. 
Watch out for 
the cheeky 

the 


Don the safari hats as we enter the sights, 
sounds, and smells of the adventure studio 
lot. Stumble across banana skin infested jun¬ 
gle plains, sv/im with flesh crazed gators, and 
explore the depth of an Aztec temple. All this 
for a couple of pieces of measly paper?! 

RUMBLE IN THE JUNGLE 

As you speed through the jungle, keep an 
eye open for the inevitable amorous gorilla. 
Her intentions spell the end of your adven¬ 
tures so run like the wind. Use the short stack 
move to grab the coins on high. 

UM-BONGO g 

To avoid a hammering at 

the hands of the giant fists 

by picking up the coconuts 

dropped from on high, and m ^ 

lobbing them at the little ft 

red helicopter. Hit it six 

times and watch it fall. r 


A short, but deadly section 
if you try to rush the 

obstacles. Take par- 
ticular time over the 
rope changes 
^ and press 

I jump at the 

] very last 

y minute. At 

the end of the 
level look out 
) for the piece 
/n g 0 ) of script 
^ y dropped by 
Buttons. 


Depending on the number of pages you 
managed to collect on route, the story has a 
different ending. But before you can claim the 
glory for all of your hard work, the bosses 
from the game must be confronted one final 
battle. Can you defeat them in a blaze of 
zany glory? It's up to you... 


ALL ARTWORK © WARNER BROS 
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SCANDINAVIA 

To get to the first agent, you are going to 
have to find a way onto the roof on the left- 
hand side of the area. To get up there, find 
the two guards hanging around a small pas¬ 
sage way and go through the entrance. The 
remaining three are mooching around the 
rest of the level, but one of them sometimes 
pops up in a small room in the top-left. To 
enter the small room, return to the first pas¬ 
sage way and head along the wall under 
cover. The last guy is in a small passage to 
the bottom-right, but be on your guard for 
the police ambush at the entrance. 


PLAYER'S OUIDE 


CENTRAL EUROPE 

With some careful thought and planning you 
can hopefully pick up new agents with top 
modifications in Central Europe. From the out¬ 
set throw your agents into a group and then 
'panic mode'. Now hop into the car, drive it up 
to the gateway, and ditch it for the moment. If 
you run to the right you will come across some 
enemy agents, at all costs try not to waste 
them. Instead go to the L-shaped building, acti¬ 
vate the Persuadertron, and fry the target per¬ 
son with its hypnotic rays. Head out of the top 
door making sure the mind slave is following 
you and make for the start of the level. At this 
point you want to close the gates by moving 
the car, thereby leaving the guy locked in 
the compound to the top-left of the level. 

Now comes the time to complete the level. 

This can be done either 
by wasting all of the 
civilians, or by per¬ 
suading them. Once 
completed, if you have 
a version one brain fit¬ 
ted, go persuade the 
enemy agents. 


EASTERN EUROPE 

No need to get too trigger happy on this 
level. From the beginning head to the bot¬ 
tom-right of the level along the road until you 
come across an L-shaped block. Skip down to 
the bottom-most corner and to the victim for 
the persuasion. Once persuasion is successful 
head for the exit watching your back for 
police cunningly concealing themselves 
behind a wall. 


Cue suitably Blade Runner-esque music, 
pump in the cyber-smoke, we're off to 
the future. Gather your team of cyborg 
assassins together and prepare to enter 
the world of Syndicate. In all there are 
50 missions to be completed by the the 
cold, calculating killers, and this month 
we take you through a guided tour of the 
first 25 stages. Assassins... Online... 


WESTERN EUROPE 

From the start it is good practice to maintain 
a fair speed. This can be put immediately to 
your advantage by heading towards the bot¬ 
tom left of your START position where you will 
find one of the enemy agents under one of 
the roofs. The other agent is somewhere in 
the general vicinity, track him down and per¬ 
suade both of them. 


Grab a Minigun and sprint into the open let¬ 
ting off a few rounds. The enemy agents will 
now find it harder to hide. The person for 
persuading is in the bottom-left area, and the 
target for assassination is to be found hiding 
out in the large compound with pond in the 
bottom-right. 


MONGOLIA 

Go to the top-right and shoot the target. Be 
careful to shoot the right guy, as there is also 
someone to be persuaded. Now return to the 
start for the evacuation. 


URALS 

Dash up the road to the left and knock off the 
two guards so you can get in the car. In transit, 
take out guards along the roadside, but once 
you reach the gates, ditch the wheels once 
again. Now the person you need to persuade 
is either in the room to the bottom-left of the 
compound or in the general vicinity. Waste the 
guards as instructed. It's time to 
go on the search for some 
goodies. Take the object from 
the small square building in the 
top-left, and find the flame 
thrower in the large building in 
the extreme top-left. After 
picking these up, rev up the 
motor and take a spin to the 
extreme bottom-left. Watch 
out vou don't run over the 
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SIBERIA 

Head towards the crowded town square 
where you will find the first of the two people 
who are up for persuasion. The second person 
is near the building to the extreme bottom- 
right, but watch your approach as several well 
armed enemy agents are waiting to waste you 
and your persuaded. The exit is over to the far 
left near several small buildings. 



KAMCHATKA 

Find the car to the left and drive it up the road 
to the gates at the top of the level. Leave the 
car parked in them, and be ready to fight it out 
with the enemy forces that will be closing in by 
now. After, continue walking along the road 
until you reach the part concealed behind the 
top tower of the main building, here you will 
find another car. Leave the car parked in the 
main gates, jump out, and grab the weapons 
from the small rectangular building in the cen¬ 
tre of the compound. Watch out for the guards 
from the under the passageway to the right. 
The exit is over to the top-left, but before mak¬ 
ing a move, seek out the Gauss gun in the 
small rectangular building. 



CHINA 

Run diagonally to the bottom-right, but don't 
use the car, to find the victim of the assassi¬ 
nation. He'll either be in the right half of the 
two adjoining buildings or hanging around 
the area. Once disposed of, pick up the 
object from the other room. Now head for 
the exit near the start. 





INDONESIA 

Don't head straight for the persuasion victim, 
instead progress through the level in a U- 
shape heading south, along the bottom, and 
up the right-hand side. If you don't do this, 
the enemy agents will mow down the people 
you need to persuade. Three of the four 
needing persuasion are milling around in the 
centre, and the final convert is under a 
square construction in the same area. The 
exit is In the top-left. 


FAR EAST 

You will find the first person to be assassinat¬ 
ed at the top of the level. The two to be per¬ 
suaded are located in the large blue town 
square and In the top-left somewhere. Now 
take the weapon from the small square build¬ 
ing outside the bottom-most wall. The exit is 
in the top right-hand corner. 


IRAN 

It's best to start this mission with an agent in 
the green slot as you have to persuade two 
people close to where the green agent starts. 
Avoid shooting them or allowing the police to 
do the same. The exit is in the top-right 
where you will encounter an enemy agent 
going berserk with a minigun. 


INDIA 

Primary objective is to eliminate all enemy 
agents. Find the building with the skylight in 
the centre of the level for the weapon. To 
evacuate head up the left-hand side of the 
level before ambling over to the top-right. 


PACIFIC RIM 

Find the open area in the right of 
the level and shoot 
all of the agents 
in this space so 
they can't hide. 


IRAQ 

Persuade the person in the building near the 
top-left and then head on over to the evacua¬ 
tion point inside the big bunker-type con¬ 
struction. Take care not to stop the persuaded 
getting shot. 

LIBYA 

Your task in this mission is to destroy all of 
the enforcers. Once complete head to the exit 
in the bottom-right. 


SUDAN 

Find the second nearest building to where 
you start and kill the target. Go outside and 
slightly up and to the right for the next 
target. Now search for the phone 

for the third extermination, and 
then onwards to the rectangular build¬ 
ing for the persuasion. The exit is past the 
top of the phone booths. 
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ZAIRE 

After walking down the road from the start, 
shoot the guy in the building with the yard. 
Often the next target is at the bottom-left of 
the level, and the final target is using the car. 
Take particular care not to destroy the car 
when finishing off the target as you'll need it 
to return to the evacuation point. 



The difficulty in this level lies in the problem 
of not being able to get too close to the per¬ 
son you need to persuade to prevent him 
being killed. Keep as much distance as possi¬ 
ble while knocking off the enemy agents and 
droids. The exit is located just below the top- 
right. 





NIGERIA 

Stock up of guns 'n' stuff in readiness for a 
mission on the run. The enemy agents are 
well armed and well tough, so keep your 
head (and bodies!) together and sprint to the 
exit in the bottom right. 


ALGERIA 

From the outset run left and wipe out the 
guards when you reach the end of the pier. 
Now run up and right to catch the motorist as 
he makes his escape.After this, head right to 
split up your team. Take one agent down and 
Into the fenced off area containing the 
bunker-style building and kill the target. Take 
another agent and track down the enemy in 
the L-shaped building in the top right of the 
level. The exit is just above the last execution. 



MOZAMBIQUE 

Get your hunting gear on as you're going to 
have to start tracking wandering targets. 
Once all four have been persuaded, guide 
them through the gate to the bottom right, 
along the bottom, 
and over a 
small bridge to 
the exit. 


(RIGHT) Syndicate. 

Visit interesting 
countries, talk to 
interesting people, and 
assassinate them I 


4 


ARABIA 

After you have shot all of the civilians, grab 
the suitcases from the top right and left-hand 
buildings to complete the mission. 




MAURITANIA 

Search somewhere 
person to 
out of the 


the left side for the 
hen make your way 
ttom-right. 


SOUTH AFRICA 

Head straight up and around the left-hand 
side of the long thin building immediately 
above the start. The first person to shoot will 
be in the clearing above this building, and 
the next will be near the water to the right. 
Now proceed to eliminate all enemy agents 
and exit to the top right. 



NEXTMONTH 

Finished? Done? No, I don't think so. We still 
have the remaining continents to gather Into 
our little Syndicate. Solution? Well I think 
you're going to have to come on-line to NHS 
next month for total global domination. 
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Sick of seeing the saire 
old faces on TV all the 
thiTe? Well, have w^e gtii 
news for you. With a 
Super Garrre Boy from 
Nintendo, you can play all 
your Game Boy games in 
colour, on your TV. 

You can play all your 
old games and a whole 
load of new ones too. 
like Donkey Kong with 
enhanced cotour features. 

Just slot any Game Boy 
game into the Super 
Game Boy cartridge, slot 
the lot into your SNES and 
Bang! there you have it: 
instant big screen Game 
Boy action. 

You ve got really wicked 
graphics. You’ve got really 
kicking sound. 

You’ve got 256 colours 
to choose from. 

You’ve even got nine 
pre-set screen frames, or 
you can create your own 
with the Super Game Boy 
pafntbox feature. 

What’s more, you've got 
the lot for only £49.99. 

So if you want to see all 
your favourite Game Boy 
rotters showing their true 
colours, you know what to 
get plugged into. 






Nintendo. 
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GAME CONTROL 

• CONTROLLER: Joypad/Mouse 

• RESPONSIVENESS: Good 


Tell Pino he's done 
something right 


Pick up/Drop 


Tell Pino he's done 
something wrong 

L: No Function 
R: No Function 


Start: Starts/pauses 
Select: Body breakdown 


GAME INFO 

• GAME ORIGIN: Owes much 
to the popular 'point and dick' 
adventures on the PC 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Complete 
the Olympic challenges 

• ALTERNATIVES: Illusion of 
Time, Zelda III or rent Walt 
Disney's Pinocchio on 
video....or not 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 
m CONTINUES: Infinite 

• OPTIONS: None 


CARTSPEC 

• BY: ENIX 
m PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PUZZLE RPG 
% CART SIZE: 24 MEG 


GAME CREDITS 

• DEVELOPED BY: ENIX 

• DISTRIBUTED BY: TBA 

• MADE IN: JAPAN 

• ARTWORK: c 1994 ENIX 





I t's true, some of us don't have the good 
sense we were born with. But this isn't the 
kind of criticism you could level at Pino 
because, above all else, he wasn't even born — 
he was manufactured. Just like a dining table or 
fitted cabinet is made, Pino is the result of a 
carpenter's expertise; though he isn't intended 
to store crockery or provide a surface for peo¬ 
ple to eat from. Arthur, the carpenter in ques¬ 
tion, intended Pino to offer good company. 

Obviously he'd heard the story of Pinocchio as 
a kid and, having reached a similar age to 
Geppetto, kind of hoped that current technolo¬ 
gy had advanced significantly enough to sup¬ 
port such an idea without the 
need for blue fairies and such. 

Besides, he already had a red 
fairy of his own. 

With the experiment all set 
to go, an unfortunate thing 
occurred. In fact there were 
two of them — both armed 
guards. They arrived at 
Arthur's door, waved their 
arms about as lots of 
Japanese text appeared 
beneath the floor boards and 
arrested him. No-one knows 
why, they just did leaving Pino 
and the red fairy alone in the 
house to fend for themselves. 

This may seem like a fine 
opportunity for you to jump 
inside the mind of Pino and go to the rescue of Art, but Enix 
have decided that option is too easy. Instead, they require one 
person to manipulate Pino through instructions given by Janet, 
the fairy — apparently Pino only listens to her, and only then if 
she's lucky. From now on it is your task to help Pino become 
everything the old inventor intended through patient instruc¬ 
tion from the red fairy. Soppy or what! 


WOND 


COLOUR-CODED 

CREDENTIALS 


(ABOVE) Before he sets out Pino explores the three rooms 
of his house in search of items to aid him in his quest. 
Food, batteries, a stick and a book are all found here. 


HMMMM? 

The left side of Pino's brain is coloured blue. 

This dictates his capacity to learn, affecting his 
ability to read or the speed at which he takes on 
new ideas like realising Pick Axes aren't intend¬ 
ed as food and that performing balancing acts 
on the slippery ledge of a deep, deep well is 
dangerous! 


As every boring know-it-all takes pleasure in 
telling you these days, the human brain is divid¬ 
ed into two distinct halves: one creative, the 
other technical. When Arthur designed Pino he 
not only provided him with an authentic piece 
of kit for a mind but split his heart. Every part of 
Pino is monitored by graphs, from these it's 
possible to see whether or not a task asked of 
him is within his capability. 
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(ABOVE) Watch the arrows to see what Pino's learned. 















































After being given a pet name Pino, the innocent 
new personality (patent applied for) leaps from 
his resting place and into action. His first impres¬ 
sions of the world aren't too great as he Is 
whisked off to a meagre room, no better than a 
broom cupboard. It is here that he, along with 
the player, is introduced to the strange but effec¬ 
tive ways of the red fairy. By following her direc¬ 
tions, given by single or double presses of specif¬ 
ic buttons, Pino learns to walk, run, and take 
note of important details. Remembering details is 
simple at first, with just a tiny red ball to occupy 
his attention. Once Pino and player are confident 
they know how to handle the fairy's method of 
instruction it's time to explore the world. 


(ABOVE) Pino's second quest involves 
helping a frail old lady to plant her 
yearly crop. This involves him having 
to undertake three tests of skill. 


(ABOVE) Pino is taught how to throw the red ball before 
tackling his first quest. Should the ball miss the pesky robot 
screw, use the dumbbells to increase Pino's strength — 
indicated by the yellow bar — and try again! 


(ABOVE RIGHT) Pino's first task is to make 
friends with the old lady's dog! Have him 
practice on the mutt outside his house first or 
the old lady throws him off her farm! m 


Defining the right-hand side of Pino's heart Isn't 
so easy, though It's best ascribed to being that 
which controls his passion for adventure. A 
healthy reading on the relevant, blue graph 
means Pino is ready to listen with intent and, 
once primed, goes about his duty with great 
enthusiasm and dedication. When the blue 
graph is low, trying to persuade Pino to do any¬ 
thing is a practical impossibility! 


When putting his thoughts to more physical 
problems It is the right, red tinted half of his 
brain Pino uses. Until he has sufficient experi¬ 
ence on this side he is unable to grasp the idea 
of where best to stick his sword or develop a 
good aim for throwing stuff at targets and actu 
ally hitting them. 


- . Depending 

^ on your 

tastes, 
Wonder 
* Project J is 

■SSiliW either the 

gome to 
arrive in a 
long while or 
- — it's just 

IBJnL tM L another one 

-- of those 

bizarre Japanese efforts that's 
best ignored. Those people who 
struggled through the original 
Goeman adventure, battled with 
Link in its Japanese translation — 
basically, anyone who is keen to 
sample every top quality 
Japanese product before it's 
released in the West is sure to 
find Wonder Project an absolute 
treat. From the beautiful, extend¬ 
ed attract sequence complete 
with sampled speech of the little 
kid to the tiniest details in the 
game itself, this game satisfies 
almost every credential expected 
from a Super NES/ Super 
Famicom release. The only down 
side is that, for people who pre¬ 
fer their games more straightfor¬ 
ward and, well, English this isn't 
for them. Personally I think it's 
excellent; the game play is way 
above the quality of most games 
that rely on expensive tricks to 
attract the eye. 


1ST fHIMSy 





















REVIEW 



C£iRV 


I've alvy^ays 
enjoyed try¬ 
ing to solve 
the puzzles 
in role play¬ 
ing games 
especially 
when they're 
in Japanese! 
It's for that 
reason that I 
started play¬ 
ing Wonder Project and I'm 
thoroughly glad I did. Project J 
appears, to those people who 
were glancing over my shoulder, 
to be a slow-moving and excep¬ 
tionally dull game. Spending 
hours learning how to walk and 
throw balls might not appeal to 
everyone but as you begin to 
understand the mechanics of the 
game and start developing 
Pino's skills It becomes great 
fun. Succeeding in each task, no 
matter how simple it may 
appear, gives you a great sense 
of achievement but it isn't just 
about throwing balls around. 
Later stages involve searching 
dungeons for treasure, battling 
mercenaries in an arena, fight¬ 
ing for your life against a 
mechanical dragon and lots 
morel Being able to do this with 
a robot boy who couldn't even 
open a door at the beginning of 
the game should give you some 
idea as to the amount of effort 
you need to put Into this game. 
Project J is probably too oddball 
for most people so take a good 
look at the review and if you like 
what you see, this game is 
definitely for you. 




(ABOVE) The mysterious 
woods hold many secrets as 
well as being the best place 
for Pino to exercise his acro¬ 
batic abilities. Practice using 
the football first before 
moving on to the stadium. 


(ABOVE) The third quest for Pino to complete involves a mysterious locked chest 
and strangers on the docksl Pino must prove to the strangers that he is capable 
of locating hidden treasure, so there's plenty of chest opening, boat riding and 
dungeon searching before this ones in the bag! 


CURIOSITY KIUJED,. 

The left, green side of Pino's heart seems to take 
on some of the roles the inventor couldn't quite 
squeeze into either of the head compartments. 
Being green, in more ways than one, makes 
Pino extremely curious about life in general. It's 
what prompts him to examine his reflection in a 
puddle or experiment with his taste for food. 
Somehow his desire to make music, however 
awful, is wrapped up in this area too. 


UFEONAUMB 

All of the above are all well and good, but with¬ 
out the means to move around all the will in the 
world couldn't help him progress. So there is a 
fifth, final element to Pino's constitution that 
enables him to perform intricate, physical tricks 
and act upon almost any wild idea he can imag¬ 
ine. Simple things such as lifting weights to 
make him stronger are followed by more 
impressive techniques such as balancing, climb¬ 
ing and the handling of swords. 



REVIEW 



STRATEGY 


ACTION 


HOUR 


WEEK 


MONTH 


YEAR 


OVERALL 


A definite must j 

buy for players 

who are sick of j K 

browsing the pre- 1 “ 

dictabie rehashes 
of everybody else's games. 

Something truly different and fresh. 


LASTABIUTY 


A As it stands the j 
Japanese text is a barrier j 
that restricts progress \ 
somewhat. So it takes at ^ 
least twice as long to work 
problems through. Just how much help is 
given is questionable. 

▼ Very linear. 


PLAYABILITY 


A So different to any¬ 
thing else, the entire 
experience is unpre¬ 
dictable and therefore 
very refreshing. 


▼ Annoying for players who expect 
something less fussy. 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 
























JIM 


Dumb 

happens. 



FOR HARRY AND LLOYD EVERY DAY IS A NO-BRAINER. 


FIRST INDIFINDINT 

A FIRST INKPENDENT FILMS ITO. RELEASE 


GET ‘DUMGER’-AT A CINEMA NEAR YOU FROM APRIL 7TH 



SEND TO; 

EXCITEMENT DIRECT (NMS3) 
P.O. BOX 26, CARTERTON, 
OXON 0X18 4UL 

ALL PRICES INCLUDE U.K. POSTAGE 
£2 EUROPE £3 OVERSEAS 


NAME 


ADDRESS 


POSTCODE 


TELEPHONE 


I enclose a cheque/P.O. made payable to 
EXCITEMENT DIRECT 
Please allow sufficient time for cheques to 
clear. 

All items are subject to availability. 
Prices may change without prior notification. 


ITEM 


GRAND TOTAL 


CITEMENT 

DIRECT 


FREE CATALOGUE 
PLEASE SEND STAMPED 
S.A.E. ANY SIZE 

01242 516116 


NINTENDO - SNES SOFTWARE 


ADDAMS FAMILY VALUES 

ALADDIN 

ANIMANIACS 

BIKER MICE FROM MARS 

BLACKHAWK 

BRUTAL 

BUBSY 2-STILL NO PANTS 
CANNON FODDER 
CARRIER ACES 
CLAYFIGHTER II 
DINOS DINI'S SOCCER 
DONKEY KONG COUNTRY 
EARTH WORM JIM 
EQUINOX (SOL2) 
FLASHBACK 

FULL THROTTLE RACING 
GHOUL PATROL 
HEBEREKE-POPOON 
HURRICANES 
ILLUSION OF TIME 


36.75 

38.75 

40.75 

40.95 

38.95 

39.95 
39.95 

40.75 

39.95 

43.95 

38.95 
47.45 

44.95 

18.75 

24.95 

39.95 

48.75 

36.75 

41.75 
CALL 


NIGEL MANSELLS WORLD CHAMP 
PAC ATTACK 
PAC IN TIME 
PAGEMASTER 

PITFALL THE MAYAN ADVENTURE 
PLOK 

POWERDRIVE 

RISE OF THE ROBOTS 

ROBOCOP V TERMINATOR 

SECRET OF MANA 

SHAQ FU 

SMURFS 

STARGATE 

STAR TREK NEXT GEN. GAME 
STREETFIGHTER TURBO II 
STUNT RACE FX 


31.75 

18.75 

39.95 

43.95 

46.75 

18.75 

35.95 

44.95 

36.75 

32.75 


INI SUPERSTAR SOCCER 
JELLY BOY 36.75 

JUNGLE STRIKE 39.95 

JURASSIC PARK 2 43.75 

KICK OFF 3 EURO CHALLENGE 37.75 

KID CLOWN IN CRAZY CHASE 35.45 

LEMMINGS 2 37.75 

LION KING 46.75 

LORD OF THE RINGS 36.75 

LOST VIKINGS 17.75 

MADDEN '95 38.75 

MANCHESTER UNITED CHAMP 35.95 


THIS MONTHS SPECIAL OFFER 

HARDWARE - SUPER NES AND 


MARIO ALL STARS. 

.79.75 

SNES 

-FIFA SOCCER. 

.27.95 


- STARWING. 

.1395 


- SUPER MARIO KART.27 95 


- VORTEX. 

.27 95 

GBOY 

- DONKEY KONG '94 

.17.95 


• SOCCER. 

14 95 


- WARIOLAND (SML3) 

1845 

NINTENDO SCOREMASTER J/STICK..21.95 

SUPER GAMEBOY. 

42.95 


MARIO PAINT WITH MOUSE 
MARKO’S MAGIC FOOTBALL 
MEGA MAN X 
MICKEYMANIA 
MORTAL KOMBAT 2 
MYSTIC QUEST 
NBA LIVE 95 
NHL 95 


48.75 

42.75 

31.75 

35.75 

48.75 

18.75 

44.75 

38.75 


SUPER BOMBERMAN 2 40.75 

SUPER DROP ZONE 39.75 

SUPER METRIOD 38.95 

SUPER PUNCH OUT 36.75 

SUPER RETURN OF THE JEDI 48.75 
SUPER SOCCER 19.75 

SYNDICATE 36.75 

THEME PARK 35.95 

TINY TOONS WILD N WACKY SPOFTT 40.75 
TOTAL CARNAGE 15.95 

TRUE LIES 48.75 

UNIRALLY 36.75 

WWFRAW 51.95 

YOSHI’S SAFARI 18.75 

ZELDA3 18.75 


GAME BOY SOFTWARE 

BUBSY 2-STILL NO PANTS 20. 

DARKWING DUCK 9, 

DUCK TALES 2 18.95 I 

FIFA INTERNATIONAL SOCCER 23.75 
GAME BOY GALLERY 17.95 

JELLY BOY 19.75 

JUNGLE STRIKE 22.95 

JURASSIC PARK 2 19.95 

ITCHY & SCRATCHY MIN GOLF 21.75 
KIRBY’S DREAMLAND 9.95 I 

KIRBY'S PINBALL 13.75 I 

LEMMINGS 2 25.75 I 

LION KING 24.75 I 

MADDEN 95 22.95 I 

MEGA MAN 3 19.75 1 

MICRO MACHINES 24.75 I 

MILONS SECRET CASTLE 22.95 I 

MORTAL KOMBAT 2 23.45 I 

MR NUTZ 22.95 I 

MSPACMAN 19.75 1 

MYSTIC QUEST 14.95 1 

NBA ALL STAR CHALLENGE 19.95 I 

NBA JAM 20.95 I 

NHL HOCKEY ‘95 20.95 I 

NFL QUARTERBACK CLUB 95 20.95 I 

NINTENDO WORLD CUP 14.95 I 

PAC IN TIME 21.75 I 

PAGE MASTER 24.75 

PINBALL FANTASIES 20.95 

PREHISTORIK MAN 21.75 

ROBOCOP V TERMINATOR 20.95 I 

SMURFS 20.95 

SPACE INVADERS 16.75 

STARGATE 20.95 

SUPER MARIO LAND 18.95 

TAZ 2-DEVIL ISLAND 20.95 | 

TRUE LIES 20.9 

WARIO BLAST 20.45 

WWF RAW 20.95 

YOSHI’S COOKIE 12.45 

ZELDA - LINK’S AWAKENING 14.95 


WE HAVE A LARGE RANGE OF OTHER GAMES, HARDWARE AND ACCESSORIES AT GREATLY DISCOUNTED 

PRICES FOR MEGADRIVE, MEGA CD, MASTER SYSTEM, GAME GEAR, SUPER NES , 3DO & GAMEBOY 

















































T here's a little known secret surrounding the apparently 
hardened bunch of malleable, extra-terrestrial meres 
known as the Clayfighters. It has nothing to do with their 
home planet, nor does it reveal something of their eating habits 
— if any — or private life in general. Fact is, no matter how 
hard an image they project, they're all wet! Sops, the lot of 'em! 
If they weren't the/d all become brittle and go to pieces 
before even the first punch was thrown. Hardly an ideal charac¬ 
teristic for a group of so-called fighters to possess is it! 

Assuming this hasn't shattered too many illusions, we find 
ourselves in the company of these clammy combatants once 
more. This is their second beat 'em up produced for the Super 
NES, a sequel of sorts if you will — Cla^ighter II: Judgment Clay. 
Dr Kiln has brought his terra troop to Earth this time and has 
brought with him a selection of all-new characters. Alongside 
such 'favourites' as The Blob and Bad Mr Frosty, there's now 
Octo, Nana Man and more mad-cap malleable types trying to 
knock the slip out of each other. So don that crusty, tan- 
coloured apron fight fans, your Super NES has become the 
modelling tool for some crazy combo action once morel 


WHO ARE YOU CALLING AN ASHTRAY! 


Here's the all-new loam-line-up entering the Clayfighting firmament this year: 


Hoppy “ The Battle Bunny” 

Hardly the kind of bunny any self 
respecting kid would want to share 
their bed with, not least because he'd 
ruin the sheets. Hoppy is determined to 
shed the ridiculous cutesy image that 
has plagued rabbits since the dawn of 
matching duvets and curtains by lob¬ 
bing carrots at people. 


Goo Goo 

Easily the ugliest kid in the world! 
Goo Goo doesn't even have a moth 
er to love him. Altogether now: 
Ahhh. He's a real crawler too, but it 
isn't favours he's after it's your life! 
The ability to cross about eight feet 
of floor in 0.4576 seconds allows 
him to power into opponents with 
the force of an oversized toddler 
travelling at break-neck speed. 


Kangoo 

Believe it or not, and we si 
Kangoo is a girl! Thankfull 
the kind you'd think twice 
slamming in the mush. An 
she brought the kid with hi 
hangs from her pouch and 
ing in a few punches while 
sets about laying in with h( 
mark Dash Punch. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Poor 

Medium punch 

Forward kick 


Quick kick 


Jab punch 

t: Brutal punch 
R: Heavy kick 

Start: Pause 
Select: Nothing 


GAME INFO 

m GAME ORIGIN: Another 
addition to Interplay's series 
using Claymation ^ 

• GAME DIFFICUL TY: Easy 

m SCORE TO BEAT: Make your 
own Clayfighter without getting 
plasticine stuck in your moth¬ 
er's carpet 

• ALTERNATIVES: Clay Fighter, 
Clay Mates, Teenage Mutant 
Ninja Turtles Tournament 
Fighter 


GAME FEATURES 

mNO. OF PLAYERS: 2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: Speed and difficulty 


CARTSPEC 

• BY: INTERPLAY 

• PRICE: £54.99 

• RELEASE: OUT NOIN 

• GAME TYPE: FIGHTING 

• CART SIZE: 24 MEG 


GAME CREDITS 

• DEVELOPED BY: INTERPLAY 
m DISTRIBUTED BY: INTERPLAY 

• MADE IN: USA 

m ARTWORK: c INTERPLAY 
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(RIGHT) Aha! I've transformed myself 
into a giant head what looks like a 
snowball. Aha I Ohol Grrr. ..grrr.../ 


Tiny 

Oh, ho ho. He's called Tiny, only he's 
big geddit? After the laughter sub¬ 
sides, and the comic script writers 
have signed Tiny up for his own tele¬ 
vision series, the jest-u-like giant 
goes about performing stuff that is 
actually quite impressive like trans¬ 
forming himself into a medicine ball. 


Nana Man 

Pure Carbohydrate this feller, which 
improves his stamina no end. Nana 
has the disturbing habit of slicing 
great sections off his body and tossing 
them across the arena into the horri¬ 
fied face of his adversary. If this fails 
to floor the opposition, Nana has 
plenty more tricks inside his sleeve to 
give them the slip. 




OCTO MAN 

Thankfully Octo hasn't yet seen the 
benefit of sticking a boxing glove on 
each tentacle and relies instead on 
cartwheels to bowl rivals over. The 
problem with this move is it's easy to 
see coming and, therefore, simple to 
block. In answer to this Octo mixes 
cartwheels with a break-dance style 
head-spin technique and a blob of 
tartar sauce. 
















































STRATEGY 


ACTION 


HOUR 


WEEK 


MONTH 


YEAR 


REVIEW 






ENT 


Considering Super Street Fighter 
is now on sole for exactly the 
some price os C2 the question is 
raised whether a Cloyfighter 
sequel offers more exciting 
prospects than the combined tal¬ 
ents of Cammy, Fei Long, Dee 
Jay and T Hawk. Of course, there 
is no competition — Super SF2 
wins without having to give the 
MUL D. matter more than a second's 
thought. In case you need to 
have the case spelled out to you, 
here's how it goes; Super SF2 is the result of almost 
a decade of careful playtesting and skilfully imple¬ 
mented changes to a winning formula, whereas 
Clayfighter 2 is a follow up to a novelty beat 'em up 
theme which, despite showing off some interesting 
graphical techniques and brandishing a quirky line in 
humour, has done nothing to enrich a fairly over¬ 
crowded area of video games. Take your pick. 


KILN HELL! 

Given the choice of Tournament 
or Kiln, guess which one the 
Clayfighters chose. Dr Kiln drives 
his team hard, but at least they 
have a chance to prove they're 
worth their weight in plasticine. 
Competition takes place in three 
modes of play: the expected one 
or two-player confrontations plus 
a Tournament battle. Up to eight 
players can take part in the tour¬ 
nament in which there are a fur¬ 
ther three ways to win: Double 
Elimination, where two leagues 
square off in a process of elimi¬ 
nation; Single Elimination, where 
there's only one league to climb 
and Sudden Death where one 
loss means instant exclusion. 


GONE TO POT 

It has been known that especially spirited con¬ 
frontations between Clayfighters have ended up in 
one, confused mass of brown. To aid the unfortu¬ 
nate orderlies whose job it is to untangle the fight¬ 
ers, entrants have the choice of a few distinctive 
colours so nobody ends up with the wrong fingers, 
ears etc after the separation. 


Play C2 for 
more than a 

^ couple of 

minutes and 
t you soon 

discover that 
under the 
veil of 
humour and 
interesting 

BMgUL B. 9 '’aphics, 

lies nothing 
more than 

an extremely average beat 'em 
up. Sure the characters are 
varied and have some tasty lit¬ 
tle special moves, but the 
action is slow and forced. 
Fighting games are all about 
speed and movement — fac¬ 
tors C2 is sorely lacking. Do 
yourself a favour and opt for a 
tried and tested formula along 
the lines of Mortal Kombat 2 or 
Super Streetfighter 2. 




BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 

A Maintains the same 
unique, Claymation style 
of the original. Humorous, 
colourful and bold. 


T Not hardly so impressive since Donkey 
Kong Country. The animation is jerky. 


SOUND 

A Super-clear sampled ; 
speech and sound effects. 

▼ The music gives the 
impression of being 
included at the last minute — it ain't 
great! 


PLAYABILITY 

A Fun because the char- j 
acters are so bizarre. ! 


T Irritating because, ^ 

when compared to almost 

any other fighting game, the characters 

are so limited and awkward to control. 


LASTABILITY 

A For the occasional, ; . 

two-player hilarious com- | i 
petition, C2 is unrivalled I % 
in its long-term stupidity. L— 


T Little scope for a player to improve a 
character's effectiveness. Poor compati¬ 
bility of characters affects depth. 


OVERALL 

Not surprisingly, j 
C2 is rubbished 
when placed 
alongside all the i. 
classic beat 'em ' —- 
ups we know and love. 


GmiS) 62 
















































The rules of the road have just been torn up and rewritten. Stunt Race FX takes the race gamep 
speeds it up and bashes it about. No other cars look like this or drive like this. With four different 
viewpoints you can get behind, on top, or in front of the wheel. Or even outside the car. Whichever 
way you look at it, with the FX chip the action moves a damn sight quicker. Race against 
yourself, the computer or, with the split screen option, against a mate - loggerhead to loggerhead. 
With four vehicles, twelve courses and 3D graphics you'll have to go a long way to beat it. 



Out on SNES. Price £49.99. 


(NiiiTendd) 
















CART SPEC 

% BY: HUDSON SOFT 
% PRICE: £24.99 
m RELEASE: MARCH 

• GAME TYPE: PLATFORM 

• CART SIZE: 2 MEG 


GAME FEATURES 

• NO. OF PLAYERS: J 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: No 


GAME INFO 

m GAME ORIGIN: Hudson 
Soft's most popular character, 
alongside Bomber Man, in 
Japan. He already stars in one 
other Game Boy title, called BC 
Kid oddly enough. 

• GAME DIFFICULTY: Easy 

m SCORE TO BEAT: Finish fast 

• ALTERNATIVES: Warioland, 
Kirby's Dream Land, Mega Man 
III 


SUPER GAME BOY 

• ADDITIONAL FEA TURES: An 
attractive border along with 
the extra colours make it much 
brighter for what ifs worth. 


GAME CONTROL 

m CONTROLLER: Joypad 
• RESPONSIVENESS: Great 

JUMP 

HEAD BUTT 

Start: Starts/pauses 

Select: No function 


GAME CREDITS 

• DEVELOPED BY: HUDSON SOFT 

• DISTRIBUTED BY: VIRGIN 

• MADE IN: JAPAN 

• ARTWORK: c 1994 HUDSON 


REVIEW 
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B ack in the days when man was a boy, 

before he discovered fire and how to con¬ 
trol his belches to humorous effect the 
world was still under construction; a sort of 
giant building site littered with great stuff that 
was either left over from creation or in storage 
for developments to come. It was excellent, not 
least because the ^builder' was never around 
to kick you off and send you home - he was far 
too busy creating Woman. So for a short but 
undeniably blissful time the male of our 
species had the run of the mill, the playground 
all to himself and, in short, his own way. Life 
for BC Kid was one big summer holiday... 

Sadly weVe all progressed beyond this 
pure, unadulterated freedom and fun. The 
^buildeK finished his Woman, some of us got 
married and found responsibility while others 
bought Game Boys instead. Remarkably some 
did both. So here we are at the dawn of a new 
age, with the year 2000 just around the cor- 
ner-after-next and Hudson Soft, the gods of 
Human entertainment, have deigned that we 
ail need a reminder of what life was like for 
BCK before KFC and VAT. 


(ABOVE) Hooplah! 
Hooplah! Hut! Hut! 


Vampire form, the 
kid regains energy 
by feedina^^Mt^ 


With no-one to talk to at meal times, not even a 
family to ignore, BC Kid works on his wild imagi¬ 
nation to keep him occupied when settling down 
to a Leg of Pterodactyl. This means one of three 
things: either he takes to breaking-and-entering 
by adopting the guise of a thief, grows Spock- 
like ears whereupon he is able to leap higher 
than a Velociraptor or he transforms into a vam¬ 
pire and sucks the energy out of every living 
thing. Robots too, come to think of it. He main¬ 
tains whichever guise the player selects for him 
until he is disturbed from his thoughts by injury. 


Despite its 
cute appeal 
BC Kid on 
the Game 
Boy has 
proven way 
too easy 
even tor 

I casual play- 

ers to enjoy. 

tSJBkUL Bo, while 
boasting 

good looks and a classy feel the 
prospect of reaching the end of 
the game within a day isn't so 
attractive. The help offered by 
the different guises is negligible 
and BC Kid is just as likely to 
succeed without them. No great 
skill is required to get the better 
of the Boss characters and it's 
seldom necessary to confront 
enemies as it is usually possible 
to avoid them altogether. Unlike 
the best platform games where 
players are required to puzzle 
over certain elements In order to 
get the better of adversaries, the 
solutions to BC Kid's tasks are 
obvious from start to finish. Only 
very young or completely inex¬ 
perienced games players are 
likely to find BC Kid II in the 
least bit stimulating. 
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BEST OF THREE 
BONUS SPREE 

BC Kid is in no rush to save the planet, it's years 
until pollution sets in after all. So there's literally 
plenty of time to stop and smell the flowers. 
There are hidden benefits in this practice too, as 
BC Kid Is magically transported to a bonus area 
where he has the opportunity of earning himself 
an extra chance to continue his adventure. This 
is no easy matter however, as the Kid is forced 
to battle a mysterious alter ego for his prize. 




(ABOVE) Teeth are great 
for pulling young light- 
bulb bonce to safety when 
spikes loom overhead. 


I'm more 
partial to 
games like 
^ Tetris and 

Kirby's 
Pinball 
where 

^ there's scope 

I to play forev¬ 

er, so BC Kid 

ANDY 2 has only 

served to 

strengthen my resolve of never 
bothering with poor platformers. 
I hoped that, in the short term at 
least, the game would present 
me with some kind of challenge; 
even if I couldn't make it 
beyond the third level I could 
have admitted defeat gracefully 
and applauded its superb 
design. However, as it stands. 

I'm in the position of having 
completed the game in one ses¬ 
sion without frowning or gritting 
my teeth once. So long as you 
remember to jump in all the 
right places that's about all 
there Is to it. Warioland and the 
Duck Tales series are far better 
examples of how a platform 
game ought to play. Even 
Kirby's Dreamland has more 
challenge than this. 


HEAD'OHIST HERO 

True to form BC Kid exploits the unnatural capabili¬ 
ties of owning such a large head and all the acces¬ 
sories that come with it. Like diamond strength 
choppers and a scalp with the resilient properties 
of tempered steel. With it he crashes through cave 
walls like a tiger through a paper hoop, and scales 
cliff faces by biting onto them as though they were 
the kind of sticky rock bought at British holiday 
resorts. BC also gains extra distance when leaping 
across gaps by performing somersaults, using his 
head as a giant counterweight to build momentum. 
He doesn't need to worry about the safety of his 
brain either because he's used to the player doing 
all the thinking for him. 



STRATEGY 


ACTION 


HOUR 


DAY 


WEEK 


MONTH 


YEAR 


REVIEW 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 

A Play>Schooi humour 
adds character to bizarre 
sprites - BC Kid himself is 
strangeness incarnate. 


' Bland backdrops flatten the effect. 


SOUND 

A Distinctive tunes do 
their job of convincing 
players that they're enjoy¬ 
ing the game more than 
they would otherwise 
believe. 


PLAYABILITY 


▼ Doesn't really play at - 
all, it just sort of happens m 
as a result of having the * 
thing switched on. 
Grandma could work this 
one out with her false eye missing. 


LASTABILITY 


▼ It's probably more dif¬ 
ficult to kill BC Kid than it 
is to keep him alive. 
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OVERALL 

BC Kid's head is 

too blunt an ^ 

instrument to cut 

it with the major!- * 

ty of more chal- 

lenging platformers already avail¬ 
able on Game Boy. Fun but feeble. 
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CART SPEC 

% BY: SAURUS 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: BEAT 'EM UP 

• CART SIZE: 32 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Loads of them! 

• OPTIONS: Usual config stuff 


GAME INFO 

• GAME ORIGIN: Based upon 
the Neo Geo game and the 
sequel to Art of Fighting on the 
Super NES which was due offi¬ 
cially but has since disap¬ 
peared! 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Complete 
the game very quickly 

• ALTERNATIVES: Mortal II, 
Super Street Fighter II, Fatal 
Fury Special, World Heroes, etc 


GAME CONTROL 

m CONTROLLER: Joypad 
• RESPONSIVENESS: Good 


Heavy Punch 




Heavy Kick 


Light Kick 




Light Punch 

L: Taunt your foe 
R: Throw your foe 

Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: NATSUME 

• DISTRIBUTED BY: TBA 

• MADE IN: JAPAN 

• ARTWORK: c 199A NATSUME. 



USE NEW CHARACTERS, VISIT NEW PLACES, MEET 
NEW ENEMIES - AND PUSH THEIR FACES INI 


(ABOVE) Besides the usual 
special moves you'll find 
that each character has a 
unique 'Art of Armageddon' 
which can be learnt in the 
Bonus stages. 


Wl 


ray down in the deep south of the US of 
r A a small town nestles on the warm 
shores of the Gulf of Mexico. From the 
exit ramp off the freeway you'd be forgiven for 
thinking this was an everyday sleepy coastal 
town attracting its fair share of tourists. That is 
of course until you cruise slowly past the heavi¬ 
ly illuminated billboard greeting visitors at the 
city limits. A billboard with the simple message 
'SouthTown welcomes careful fighters'. 

No matter where you go in SouthTown, you'd 
better be on your guard. Even the most 
innocent stroll down by the docks could 
result in an all-out battle to near death; 
a trip to the airport and you could end 
up flying home in a bodybag; stretch 
those limbs with a workout in the gym 
and find yourself as the centre of atten¬ 
tion in the form of a human punchbali. 
Whatever the case, strangers don't stay 
too long around these parts. 

Now if you happen to be a fighter of 
global calibre looking to prove yourself as the greatest champ 
to have ever walked on the Earth, this is obviously the place to 
hang. Yes ladies and gentlemen, once again he time has come 
to roll up, roll up for the tournament of the year. Packed into a 
whopping 32 MEG does the conversion stand up to the reputa¬ 
tion of its coin-op predecessor? 


PSYCHE! PSYCHE! 

The second power bar below the energy meter indi¬ 
cates the level of your psychic powers available for a 
special magic attack. Every time you perform a special 
attack, depending its power, a chunk is wiped off the 
bar. To re-charge the psychic meter, each character 
has the chance to 'rage' — psyching themselves Into 
enough fury to be able to slam off another special 
attack. In answer to the opposition attempting to 
recharge their powers, clever use of taunting insults 
can beat down the meter. 



(ABOVE) Ryo's Super Kooh-Ken uses most of his Psychic 
Meter but it's extremely powerful. So there. 







































MARTIAL ARTISTS 

A total of 12 fighters have amassed in SouthTown for 
the tournament to decide on the best of the best. 
Among the original characters King, John Crawley, 
Jack Turner, Mickey Rogers, Lee Pai Long, and Mr Big 
all make appearances. To bolster the fighting presence 
two brand new characters have decided to enter the 
tournament Kisiragi, a ninja whose attacks consist 
mainly of deflections and close range strikes, and 
Temjin, a wrestler from outer Mongolia seeking fame 
and fortune. 


(ABOVE) The Delicate Destroyer 
has an interesting variety of spe¬ 
cial moves. Most of these are at 
close quarters and include the 
vicious Tornado Dive' and the 
bone snapping 'Thunder Drop'. 
Ouch! 


FAMILY FORTUNES 

Although the other fighters have their selfish and 
greedy reasons for entering, the championship 
wouldn't be the same without the Sakazaki family. 
Ryo, Yuri, and their Dad, Takuma have been honing 
their skills in the homemade discipline of Karate, and 
have even enlisted the help of Ryo's greatest chum, 
Robert. Still under the impression that the organisers 
had something to do with the kidnapping overshadow¬ 
ing the previous event, the family in arms have every 
intention of revealing the truth. 


(ABOVE) Robert proves he's boss with¬ 
out a doubt. 

















REmW 




I was a great 
tan of the 
original 
game and I 
am still play¬ 
ing the CD 
version at 
home, so I 
was looking 
forward to 
the Super 
NES release. 
The game 
was initially a disappointment 
but once I got used to the sus¬ 
pect control system, the game 
became more enjoyable. If you 
start to compare graphics, 
sound and other details with the 
Arcade version then you'll find a 
lot to moan about but essential¬ 
ly it's still the same game. If 
you've enjoyed previous SNK 
conversions then Art of Fighting 
2 should be enough to keep you 
happy. 




MRV 


(ABOVE) Super Mega Smasher! John 
dishes out some military mauling. 


(ABOVE) Use the cheat and 
you've got one Geese Howard 
at your fingertips! His normal 
attacks are very deadly let 
alone his special moves! 


(ABOVE) Geese avoids some trouble 
and Ryo better look out! 


COME OUT WHEREVER YOU ARE 

Demonstrating their dedication to Super NES owners, SNK have included 
extra special features for the home systems. First off, you now have the 
option to play the Neo-Geo team play. Choosing up to five characters, the 
bouts are fought and won in a kind of tag team system, namely once a : 
character loses, the winner stays on but with only the remaining energy, j 
The winning team Is decided by the alligence of the last dude or dudette 
standing. As if this wasn't enough, you can also fight Geese Howard, veter- | 
an of the Fatal Fury series, by successfully completing the game without ' 
losing a bout. But for all of you impetuous champs and champesses, grab a 
load of NHS for the cheat code that allows you to play as Geese in two ' 
player mode. i 


Everybody 
knows that 
SNK turn out 

^ some of the 

t best arcade 

beat'em ups 
town, but 
nevertheless 
• was a bit 

iGEEjSE' dubious 

about the 
B ^00+MEG 
being com¬ 
pressed down to the 32. 
Unfortunately some of my wor¬ 
ries have seen the light of day 
as in Saurus' reprogramming 
they have kept some of the not 
so useful features, like the 
zoom, at the expense of vital 
frames of animation. This is not 
to say Art Of Fighting 2 is a bad 
game in any way. The twelve 
characters are all faithful to the 
coin-op and their moves kept as 
closely to the original as possi¬ 
ble. By no means an amazing 
achievement, but still a quality 
beat 'em up title. 


REmw 



ACTION 


CHALLENGE 


ORIGINALITY 


LOMG-TERM INTEREST 

HOUR r~iT~'‘n -f~Tr~~ 


WEEK 


MONTH 


YEAR 


GRAPHICS 


▲ Good presentation 
graphics and accurate 
sprites considering what 
they were like in the orig¬ 
inal. 


▼ Truly awful backgrounds. 


SOUND 


A They bare some resem- 
belance to the SNK ver< 


▼ Even in Dolby Surround 

they're still pretty dire. Voices and speech 

is completly unrecognisable. 


LASTABILITY 


A Beating the computer 
opponents perfectly isn't a 
walkover but the real 
longterm thrills come in 
two-player mode. 


OVERALL 


Saurus have done t 
an admiral job of | B 

squeezing the | 
original down to ] 

32 meg but quite " ^ 

a lot of detail has been lost which 
takes the edge off the game. Only 
fans of the SNK version will get any¬ 
thing from this cart. 


r PLAYABILITY 

A Good fun and the Rage 
Guage adds extra depth 
to the fights. 

▼ Controls are a bit unre¬ 
sponsive so special moves c 
come out first time. 

8€ 

on't always 

j 






































Mean Machines 
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[LEFQ Giant sand 


- worms are just one of 
the mutated lifeforms that must be 
destroyed by Hagane! The intrepid Ninja 
must also battle against enemy Samurai 
deformed spiders and evil spirits/ 


a renegade 
Ninja pursues Hagane 
throughout the game 
and is able to summon 
undead spirits from 
thm air! Defeat the evil 
Nmja and you will be 

one step closer to his 
master, the God of 
Destruction Temrai! 




GAME INFO 

• GAME ORIGIN: Based upon 
a the exploits of some mystical 
Ninja from the planet Zog. 
Probably. 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Too embar¬ 
rassed to say 

• ALTERNATIVES: Super 
Contra, Sparkster, Castlevania 


GAME CREDITS 

• DEVELOPED BY: HUDSON SOFT 

• DISTRIBUTED BY: VIRGIN 

• MADE IN: JAPAN 

m ARTWORK: c 199A HUDSON 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 


Choose Weapon 


[ABOVE] Kama warriors attack from all 
sides! Hagane can use his weapons or 
pure skill to defeat them. 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Seven 

• OPTIONS: None 


CART SPEC 

m BY: HUDSON SOFT 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 12 MEG 


LEAP OF FAITH 

Ninjas are known for 
two major things - 
their dazzling sword 
skills and ability to 
stare just about any¬ 
one out with that hard, 
inscrutable glare of 
theirs. But did you also 
know that Ninjas are also more than a little adept in the 
department labelled "Jumping". Indeed our own 
Hagane Is so well versed in the ways of the leap that he 
possesses not one but two blinding bounds. The first is 
his bog-standard jump which is accessed unsurprisingly 
via a single stab of the jump button. However, press the 
Jump button twice holding it down a short while on the 
second depression and watch the lad jet off in the direc¬ 
tion he is facing. Keep the button held down on the sec¬ 
ond pressing and Hagane bounces up and off any 
objects In his way. A technique that is very useful for 
climbing vertical corridors or reaching tricky platforms. 


A fter the great war a 

black rain fell, obscur¬ 
ing the sun, ruining our 
crops, making mutants of our 
wildlife and bringing death 
upon millions. Now cities 
across the globe lie in ruins 
and the few remaining people 
huddle together, ever watch¬ 
ful - ever fearful. It is the time 
of the dark overlord, 
Kerakakeith. It was his mis¬ 
rule that started the final bat¬ 
tle and now that he has 
dominion, he is surely unstop¬ 
pable. Unless... Unless we can 
find a champion, a hero 
brave and strong enough to 
challenge him. It is up to you, 
Hagane. You are the chosen 
one. You must seek out 
Kerakakeith in his golden 
palace and there destroy him 
that we may all live in peace 
and harmony once more. Oh, 
and while your out see if you 
can get us half a dozen eggs, 
Tm running low. And some 
sweets. And cake. Ta. 


[BELOW] The first Kor 
warlord uses magical ta 
mans to bring two gigar 
Samurai warriors to life 
Hagane must avoid thi 

warriors attacks and cof 

centrate his attacks on tl 
Warlord. By using bomb 
victory is his! 


REyiEW 


Super Bomb 


Fire Weapon 


L: Somersault 
R: Somersault 


Start: Starts/pauses 
Select: No function 


(X) 





















































Don't risk losing a 
life when you can use a 
smart bomb instead! The 
powerful Ninja incantation 
shatters the steel skins of 

any enemy within its 
deadly range. Don't waste 
them on just anybody 
though... 


keep ENEMIES AT, 
BAY WITH THE 
POISON DARTS! 


ATTACK FROM A 
DISTANCE WITH 
THE IRON CHAIN! 


[ABOVE] Hagane must board a 
battleship in mid-air! Destroy th 
and make your escape! 


USE BOMBS TO 
BLAST THE BIG 
BOSSES! 




CYBORG BROUGHT BACK FROM 


■ 

THE 


DEAD!! 


THROWING MUSES 

The thing about most Ninjas, even the 21st century 
super-tough cyber-types, is that they're all soft as s..., 
well, not very hard actually without their special 
weapons. Hagane being no exception has more than a 
few weapon-related tricks up his samurai sleeves. Here 
is a brief look at his arsenal. Missus. 


SLICE YOUR FOES] 
WITH THE NINJA 
SWORD! 





















[ABOVE] The second Kama 
warlord uses 


magic and 
modern machines to do 
away with our plucky hero 
This particular dan leader 
has a terrifying array of 
^^aponry at his disposal 
including lasers, metal darts 
and ghostly meteors! 


I LL TUMBLE FOR YOU 

Tm beginning to suspect that this Hagane chap is one 
of those annoying sporty gits who is loved by everyone 
and good at everything. Yes, he has even more tricks 
up his sleeve - his tumbling attack. In fact, unsurpris¬ 
ingly, he's got six different types. These are available 
only to the hardest, most skillworthy players and are 
performed by making our gymnastic jock somersault 
via the L and R buttons. One flip followed by a stab of 
the B or Y button results In a short range flaming 
punch or kick. Two flips and two varieties of fiery som¬ 
ersault kick are his, but most impressive are the three 
flip moves - the B Button produces a kind of vertical 
kick whilst the Y button produces the chuffin' Dragon 
itself, destroying all enemies in its wake. Ker-Yoinks! 


FIRE KICK 
ONE FLIP AND 
B BUTTON 


FIRE SPIRAL 
TWO FLIPS AND 
B BUTTON 


VERTICAL SCORCH 
THREE FLIPS AND 
B BUTTON 


DRAGON PUNCH 
ONE FLIP AND 
Y BUTTON 


FLASH FIRE 
TWO FLIPS AND 
Y BUTTON 


[RIGHT] Hagane must 
use a small hover ship to 
escape the ship before it 
explodes! Fly through 
spectacular Mode 7 
rotating corridors and 
avoid the flamethrowers 
while you're at it! 


DRAGON BREATH 
THREE FLIPS AND 
Y BUTTON 


Hogan, is on 

menacing, 

' the action is 

relentless 
and I love it! 
Hagane is a 
superbly crafted platform game 
which oozes quality from every 
pore. Awesome graphics and 
atmospheric sound are the per¬ 
fect compliment to the expertly 
crafted gameplay. Hagane has 
even more moves than Mario 
and you'll need them all If you're 
to beat this tough cookie of a 
cart. The game isn't ridiculously 
hard and the first few levels are 
quite basic giving you a chance 
to learn the controls. Later levels 
aren't quite so forgiving and 
you'll be tearing you're hair out 
in chunks before the day's 
through. I've finished the game 
but that won't stop me picking 
up my ninja socks and trying 
again because Hagane is a real 
joy to play. So why don't you 
find out for yourself? 
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(ABOVE) Kama clan leader 
number three appears once 
you've escaped the burning 
wreck of their battleship 
Unnatural forces transform 
him mto the mythical Kirin. A 
vicious creature that's half¬ 
horse and half-dragon! 


STRATEGY 


ACTION 


HOUR 


WEEK 


MONTH 


YEAR 


mNT 

I can't pre- 

about this 
^ game, so 

why am I still 

JllwOlr playing it 

after several 
hours? I think the answer lies in 
the "feel" of it - it has the sort of 
looks that remind you why you 
bought your Super NES in the 
first place, and a control method 
that is effective, instinctive and 
increasingly rewarding the more 
familiar you become with it. In 
many ways, playing Hagane put 
me in mind of games like 
Ghouls and Ghosts and particu¬ 
larly Castlevania, and if that's 
not high enough recommenda¬ 
tion for you, Hagane packs a 
similarly graded challenge and 
houses more than its fair share 
of surprises too, including some 
really great bosses. Definitely 
worth a gander for both the 
platform hardcore fraternity and 
old farts like me. 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


OVERALL 

The sort of game 
that used to make 
you really want a 
Super NES. Lots of 
action, lots of 
noise and lots of fun. What Super 
NES gaming should be all about. 




GRAPHICS 


▲ Very manga-esque in 
the brilliant intro and 
good throughout the 
game. 
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T Some enemies are a bit one-dimen¬ 
sional though. 


SOUND 

A Haunting, flutey 
melodies of oriental ori¬ 
gin accompany the pro¬ 
ceedings and sound 
great... 

▼ ...if you like that sort of thing. 




PLAYABILITY 

A Bags of weapons, spe¬ 
cial attacks and moves 
that require much skill 
and pad-wrangling on the 
player's part. 




LASTABILITY 

A It's very long and, 
crivens, rather flippin' 
hard too so should last 
ages. Probably longer. 

▼ Soft gamers might not stick with it. 
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REVIEW 





















IxIE BIOST TVIONSTROUS PLii 



THERE IS ONE BEAT 'EM UP THAT IS MORE BLOODTHIRSTY, MORE 
SAVAGE. HAS MORE SPECIAL MOVES AND A HOST OF INCREDIBLE 
CHARACTERS. THE NAJVIE OF THIS GAME IS KILLER INSTINCT. IT'S IN 
THE ARCADES NOW AND IS COMING TO THE ULTRA 64 THIS AUTUJVIN. 
THIS IS THE N>IS PLAYER'S GUIDE. IT'S A jMONSTER... 
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Killer Instinct is one savage coin-op. Though still undergoing rigorous play testing the code is still subject to 
modification those machines currently bearing their teeth in London are pulling crowds with ease. 

So concerned over the performance of their debut coin-op, programmers Rare are gathering research so 
that, based on their findings, they can make Killer Instinct rank among the best beat 'em ups in the 
arcades. Presently the characters' strengths and weaknesses still require some evening out in relation to 
one another Spinal and TJ are too powerful while Chief Thunder and Jago have some problemsbut the 
hardy skeleton of a truly awesome, technically superior fighting game is already firmly in place. 

With a past record of administering innovative twists to existing formulas, it's no surprise to discover Rare 
enhancing their baby's appeal with smouldering hidden extras. It 
looks amazing, of course, but without features of the kind we're about 
to highlight for you here it would hold little interest for players content 
with Super Street Fighter X and, especially. King of Fighters '94. 

Let's not waste any more time here. This eight page feature is more 
than just an excuse for the showcase Killer Instinct deserves; it's an 
accelerator for your knowledge of the game — boosting it from inno¬ 
cent to savage in a few simple stages. One more thing, don't forget 
Nintendo's promise that Ultra 64 can deliver all this and 
more...yeeaaaAAAAGGGHHHHH!!!! 


(BELOV/) As TJ takes his time working 
out his strategy, his opponent — 
Glacius — liquidizes' into the floor 
and reappears behind the incredulous 
boxer. It's a simple but effective tactic. 


BASIC INSTINCT 

Don t worry, we're not about to bore you witless with details on 
every character's individual moves; they're reasonably easy to 
fathom out for yourself. A couple of things worth bearing in mind 
though are the types of simple but effective combinations of moves 
that work almost without trying. 

These miniature combos are unique to Killer Instinct and, at first, it 
appears the fighters are performing techniques at random. Far 
from it! All fighters boast individual, but nonetheless unchanging, 
routines whenever a key sequence of buttons is used, so long as 
the first attack comes from the air. The official Nintendo magazine 
in America, Nintendo Power, calls these moves "auto-seconds". 
We would have too, had they not beaten us to it! 

There's just one more thing to remember when trying for these 
techniques, and that is there is a definite rule governing which two 
buttons charge these combo set-ups. To help you understand 
we've drawn up this simple diagram. 


(ABOVE) Here Glacius Liquidizes three times, in each case rising out of it with an 
almighty uppercut. This is a great way to round off an extended combo. 


BUTTON 

CHAINING 


1 & 4 ARE QUICK 


2 & 5 ARE SIEDIU2VI 


3 & 6 ARE FIERCE 


As you can see, the Medium and Fierce buttons on the top row are 
diagonally linked with the Fierce and Medium ones below. 
Basically what this shows is that a Medium High is only followed by 
a Fierce Low, or vice versa. Otherwise the trick doesn't work — 
e.g. Jago's bonus kicks are awarded by leaping in with a Fierce 
High and following it immediately with a Medium Low. Also notice 
that the Quick buttons are isolated, so are only used in combina¬ 
tion with each other — e.g. Riptor slashes to the face a few times 
after only pressing Quick Low then Quick High. Got it? 


























HIDDEN POWER 

A special move, say Glacius' Ice lance, proves only so good when 
used in isolation. Included in a traditional. Street Fighter II style 
combo it becomes even more useful — especially where it prevents 
j the opponent from retaliating with something of their own, as in 
j Street Rghter where Guile's Sonic Boom is followed by a back-fist. 
In Killer Instinct specialities are given even more chance to excel, 
as mixing them into combos that employ auto-second techniques 
increases not just their effectiveness at close range but their power. 
The same is true by linking special moves to others, as demonstrat¬ 
ed by TJ Combo when he makes the transition from his tumbling 
Roller coaster to a Knee K.O. mid-way through his onslaught. 
Instead of just one hit, the Knee KO scores multiple points because 
of the close range. In the main, though, transition moves are best 
used to dummy opponents into doing something foolish. 




(ABOVE) A Shock Wave fails to connect with TJ, leaving Glacius wide open to 
retaliation. A swift knock to the head — a move unique to Killer Instinct — is an 
ideal opener for TJ to return the favour. 




/ 

• ■ ^ 

% 

5r ^ 

m 

7y 


_ 


(ABOVE LEFT) OomphI Riptor's huge chest area is an easy target for Glacius to 
place his Cold Shoulder. 

(ABOVE RIGHT) Should his fighting career melt, Glacius has a great career lined 
up as a barber with that Ice Lance of his! A little more off the sides please. 



(BELOW) Glacius again! This time scoring an Ultra combo against Fulgore. By charging — powering-up — 
moves as others take effect, performing Ultra combos fast becomes second nature.Timing is the key. 



r GLACIUS 'l 



Ever been hit in the face by a block of ice? It 
smarts! Watching Glacius transform himself 
into every conceivable pugilistic device is a 
whince-inducing experience. He's able to 
confuse the heck out of other fighters by 
Liquidizing into the floor in front of, then 
reappearing behind them. 


































































SET THEM FREE 

As stated in our November feature, there are special attacks in 
Killer Instinct that are drawn out of characters by the release of a 
button. Though this strategic element is present in Street Fighter il 
in the form of Balrog (or M. Bison depending what part of the 
world you're from) and his Turn Punch, the way charge/ release 
buttons are used in Killer Instinct is very different. Known as 
Shadow moves, these techniques almost triple a fighter's strength! 



CUTTING THE SCRAP 

To gain this power a fighter must first of all earn it. This is done by 
accomplishing a carefully timed, albeit spur of the moment retalia¬ 
tion that cuts through an opponent's combo routine. If successful 
the word BREAKER appears on screen and the booming voice of 
the machine shouts: "COMBO BREAKER!". As you might expect 
every character requires his, her or it's own Combo Breaking com¬ 
bination of button presses and joystick twiddling: Orchid's Flik Flak 
when Fierce Low is used, Glacius' Cold Shoulder with Fierce High 
and Sabrewulf's Sabrespin using Medium Low ought to see you 
right for a while. 


ME AND MY SHADOW 

Now to business. As Shadow Moves enhance one or more of a 
fighter's special techniques, finding the relevant button and its 
associated joystick combinations is a simple process of elimination. 
Orchid's Fire Cat is performed using the usual back, forward 
manoeuvre except the Shadow Move is charged using the Fierce 
High button which is pressed before the action instead of after¬ 
wards. 



(ABOVc Shadow Move Comparison 

TJ Combo's Powerline is performed like this: charge Back (approx. 2 secs.). 
Towards plus Fierce High. 

To transform this same move info a Shadow attack: Press and hold Fierce High, 
charge Back (approx. 2 secs.) then Towards while releasing the button. 


SPINAL 


To look at, he is nothing, but Spinal's technique knows no bounds. They 
don't get any meaner and certainly no leaner than this guy who, it is 
accepted, is unrivalled in the Ultratech Contest. In fact some say he's just 
too powerful. 




(ABOVE) Footage of Spinal is shown here, demonstrating the undead's uncanny (ABOVE) Having reappeared Spinal's Soulsword comes info play! Next month 

ability to vanish out of harm's way. we'll tell you how he can morph into the form of other characters. 



(ABOVE) By absorbing attacks through his shield. Spinal is able to store up to five (ABOVE) Another fireball is unleashed, but Spinal is quick to defend himself 

fireballs; depicted as skulls that circle his body. Any more and he self desfrucfs! against RiptoPs lashing tail. Damn — another one to off-load. 
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THE MOST MONSTROUS PL4 


IWMMIAL 


CHIEF 

THUNDER 


□ 


Though powerful and frightening to watch, 
the Chief is inhibited by his bulk and advanc¬ 
ing years. In the hands of an expert he is 
mightily impressive, especially should he 
catch an opponent off guard with anything 
from a Monster through to Killer or Ultra 
combo. Specials used outside of combos 
leave him wide open though. 


(TOP) A scorching exam¬ 
ple of Chief Thunder's 
Ultimate combo. 

(BELOW) SPLAT! Riptor's 
absolutely the last person 
in the world you'd want 
to kiss! Poor TJ gets 
soaked in bile as Riptor 
shows No Mercy! 
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r RIPTOR 1 


BECAUSE AI 
INSTINCT Ai 
REAL — Til 
FULL-BLOWIi 


At best Riptor is a baffling foe, his body 
being the least humanoid in the competition. 
Swipes of his lengthy tail catch challengers 
off guard and, generally, his entire technique 
depends on the suddenness of his long 
range assaults. 
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!?SR'S GUIDE IN EXISTENCE!! 




(ABOVE) There's not much we can add to this 26 Hit Ultra sequence from the 
chief. After losing just about every last pint of fluid from his body, Riptor is 
knocked to his doom from the roof top. 


L THE CHARACTERS IN KILLER 
IE ITJLLT RENDERED, THEY ARE 
ET EXIST! EACH FIGHTER IS A 
, IN TOUR FACE, LIVING ENTITY! 


(ABOVE) A fiery Phoenix from Thunder is set free to work its mischief. And that's 
the last time Orchid will comment on the Chiefs expanding gut. 

(BELOW) A brief but all-too effective combo from the chief, culminating in a 
punishing Sammamish finale! 
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(ABOVE) Demonstrating how best to use the top-down, head punch, TJ opens 
the suffering Chiefs guard and lays into him with a spectacular Ultra sequence. 
At the last hit. Thunder is sent soaring into the sky, with the viewpoint panning 
smoothly and effortlessy away, then falls into te depths of deepdom. 



(ABOVE) Cover star Jago ponces about for the camera. Here's an awfully nice 
example of 'Endokuken' — the fireball — and a Wind Kick, that has caught 
Fulgore completely off balance. Dumb-ass hunk of junki 


UNLEASH THE POWER OF THE U1 
AND DISCOVER MANY DIFFER}2 
FINISH YOUR OPPONENT! DON'T ( 
SNIIT OF THE ACTION OR IT COM 



I/WHS) so 
































































IN EXISTENCE!! 




(ABOVE) By dashing in to 
surprise his foes, TJ 
takes the advantage and 
succeeds in pummeling 
their faces, before they 
have time to realise 
what's hit them. 

(LEFT) Yes, TJ has broken 
Spinal's kneck. Gnnh! 



lira co>ibo 

NT "WATS TO 
MVE THEjVI a 
LD BE TOU! 




fTJ COJIBOl 


TJ is second to Spinal in the league of over¬ 
whelming power. Who'd have thought a 
mere boxer could stand a chance against the 
wraiths and prototypes that form the compe¬ 
tition? But TJ not only survives but wins very 
decisively because, of all the fighters, his 
moves work together so perfectly. 


JAGO 



A flash but fairly standard character for 
beginners to cut their teeth on. Anyone 
who's played Ken or Ryu in Street Fighter II 
can pretty much handle him. His Ultra 
combo is among the most Impressive in the 
game however. 





(ABOVE) Jago's Tiger Fury is almost identical to Ken and Ryu's famed Dragon 
Punch. Just as they are vulnerable to attack should they time this move wrong, 
so too is Jago, as Sabrewulf is all too keen to demonstrate. When performed cor¬ 
rectly, however, the Tiger Fury is a powerful attack. 



(ABOVE) Like Fei Long, Jago's technique depends as much on fancy footwork as 
it does on dextrous fists. As you can see Fulgor is loving every minute of it! 
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ULTRA COjVIBO 

Once it's understood how the buttons work together Ultra combos are soon 
pieced together like parts in a deadly puzzle. Try this one for TJ: Back 
(approx. 2 secs.), Forward then press and hold Fierce High. Follow this with 
Medium High X2, a quarter-circle towards (ie a fireball) and release the 
Fierce High button. 


ULTIMATE COMBOS 

Ultimate Combos culminate in the stylish dispatch of the loser after taking 
away their last sliver of energy. 

NO IVIERCIES 

No Mercies are similar to the fatalities in Mortal Kombat. They include 
Fulgore's head transforming into a battery of super cannons and Orchid 
turning her victims into toads, who she then proceeds to squish! 

HUMILIATIONS 

The world has more than Its fair share of tragic hoofers, and the stars of 
Killer Instinct account for ten of them! 

FANCY BEATING YOU HERE... 

A tiny floor space, suspended in the air from which it only takes a couple of 
hits to knock a fighter to his doom. Get here by pressing Down and Medium 
Low on both sides after both players have highlighted their chosen fighter. 



(ABOVE) There are fen degrees of combo credibility in Killer Instinct each with a 
specified number of hits: Triple=3, Super=4, Hyper=5, Brufal=6, Master=7, 
Awesome=8, Blasfer=9, Monster=W, King=n, Killer=13, ULTRA=20+ 



(ABOVE) Sky Platform is a secret location accessed using a more complicated 
method of stage select. The rest shall be revealed to you all next month... 



THANKS TO 

Derek Lynch and the following, 
quality venues: 

FAMILY LBiSUREjr 
Old Compton Street^ 

London 

W1V5PB 

FUNLAND, 

The New Trocadero, 

1st Floor West, 

13 Coventry Street, 

London 

W1V7FE 

GAMEZONE 
3 Wardour Street, 

London 

W1V3HE 

PLAY TO WIN 
65 Oxford Street, 

London 
W1R 1RB 


SPECIAL THANKS TO... 

Aziz, Philip, Danny and 
Andre for playing like mani¬ 
acs and having too much 
money in their pockets! 


(ABOVE) Here Jago's shameful 
attempt to stop Cinder with an 
'Endokuken' is deservedly repaid by 
Cinder's Fireball Dash. This enables 
the fiery one to pass right through 
Jago's projectile. The frame-by-frame 
animation used is incredible — just 
look at the detail! 


f AND THE KEST"! 

Composed entirely of fire. Cinder is able to transform himself into streams 
of flame or launch himself at adversaries in the form of a fireball. Cinder 
exists in three states, one invisible but susceptible to all forms of attack. 

. Another Is translucent and impervious to damage from projectiles. j 



(ABOVE) Orchid is a speedy, agile adversary . She's also a (BELOW) Plasmaporting is a talent Fulgore uses to escape 

spectacular entertainer. Check out this Fire Cat animation! trouble. He has no problems dealing the damage either! 
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EXPOSED! 




For a meagre £4.00 (inc PftP). you can gain pos¬ 
session of this hand-crafted tome, carved from 
solid paper, colourised by the purest mountain 
ink, revealing to YOU the ancient fighting 
secrets of Mortal Kombat II! 

The definitive Official Mortal Kombat 2 Player's 
Guide: 156 pages covering Mega Drive, SNES, 
Game Gear, and Game Boy formats. 

To get your copy of Mortal Kombat 2 Official Players Guide fill in the form and send 
with payment to Mortal Kombat 2 Reader Offer, Tower Publishing, Tower House, 
Sovereign Park, Lathkill Street, Market Harbour, Leicester LEI6 9EF 


POSTCODE: 
TEL NO. 


To get your copy of Mortal Kombat 2 Official Players 
Guide fill in the form and send with payment to Mortal 
Kombat 2 Reader Offer, Tower Publishing, Tower House, 
Sovereign Park, Lathkill Street, Market Harbour, 
Leicester LEI6 9EF 


Please send me a copy of Mortal Kombat 2 
players guide. I enclose a cheque/postal 

order for the value of £_made 

payable to Emap Images Ltd. 


Source Code : BK1C 


NMS 

SPECIAL 

READER 

OFFER! 


DONT RE A MORTAL niEAKUNGI 

- Get the Official Mortal Kombat 2 Players Guide 
and never be beaten again! 





BATTLES 


RYU VS FE! 


LONG 


Always on the lookout for the 
next battle Ryu has entered a 
small street fighting tourna¬ 
ment. Ryu warms up by 
breaking the noses of a few 
of the local hard nuts then is 
unexpectedly challenged by 
Fei Long! The next couple of 
minutes is packed with spec¬ 
tacular bone crunching action 
with both fighters giving each 
other a good kicking. The 
fight ends with Fei Long's 
Flame Kick versus Ryu's 
Hurricane kick! Which fighter 
wins? Not telling! 


WITH LITTLE CHANCE OF SUPER STREET FIGHTER II TURBO APPEARING ON THE 
SUPER NES AND THE LIVE ACTION MOVIE TURNING OUT TO BE A LOAD OF OLD 
COBBLERS NMS WAS BEGINNING TO ASK HAS STREET FIGHTER DIED A DEATHS 
WELL BEFORE WE HAD A CHANCE TO REPLY A COPY OF STREET FIGHTER II - THE 
ANIMATED MOVIE ARRIVED AND NOW NMS CAN ADMIT TO LIKING THE CAPCOM 
CLASSIC ONCE MORE WITHOUT FEAR OF GETTING OUR HEADS KICKED IN 


BATTLE 2 
CAMMY VS 


GOVERNMENT! 

Not really a battle in the true Street Fighter style 
but a fight nevertheless. Cammy has been 
brainwashed by M. Bison and ordered to assas¬ 
sinate an important figure in the Government 
who opposes him! Cammy uses a disguise to 
get close to her target before breaking his neck! 
Cammy is eventually overcome by security 
guards but that's the last time she's seen in the 
film. Bool 


When NMS revealed the animated 
Street Fighter film last year we were 
all sure it would be the better of the 
two films in production at the time. 

After recently seeing the tragic live 
action attempt starring Jean Claude 
Van Damme NMS can now safely 
reveal that the animated epic is streets 
ahead in terms of quality and accuracy 
when you compare both films to the 
coin-op. The animators have translat¬ 
ed the arcade characters perfectly to 
the screen and they look, move and 
fight identically to their coin-op coun¬ 
terparts! We have already outlined the 
plot so allow us to give you a fight-by- 
fight preview of the film, with exclusive pics that 
have never been seen before! 


BATTLE 1 


RYU VS SAGAT 


No sooner have the opening credits flashed up 
than the fighting action begins! A terrifying 
storm that would send most people running for 
cover becomes the backdrop to a titanic battle 
between Ryu and Sagat! You'll see all of their 
trademark attacks like the Tiger Shot and 
Cyclone Punch plus plenty of close-quarter com¬ 
bat which gives Sagat the edge until Ryu comes 
back with an awesome Dragon Punch. The blow 
is so powerful it cuts Sagat across his chest. 
Blood everywhere! 
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BATTLED 

£. HONDA VS DHALSIM 


More of a physical challenge than a bad-natured scrap but 
it's chock-a-block with moves you'll instantly recognise from 
the game. Honda has great difficulty getting a grip on 
Dhalsim who is able to levitate out of harm's way. Honda 
being able to get a few blows in before Dhalsim uses his 
hypnotic powers to stop him in his tracks! Watch out for a 
Yoga Spear and some Hundred Hand Slap action. 


BATTLE S 
BLANKA VS 
ZAHGIEF 


This is the only time you get 
to see these two in the film 
but the battle between them 
is so explosive it doesn't mat¬ 
ter! Zangief is the resident 
prize fighting champion in a 
exclusive club for wealthy 
business types. Unfortunately 
his next opponent is Blanka 
who lands the first blows to 
the big Russian's head! 
Zangief responds with a 
Spinning Piledriver which 
travels not five but fifty feet 
into the air! Blanka comes 
crashing down on the canvas 
but it's not enough to finish 
resilient Brazilian who spins a 
Cannonball attack to 
Zanglef's chin! Be warned, 
this fight has a shocking end! 


FINAL BATTLE 


The final battle has six street fighting superstars 
locked in combat atop a mountain! M. Bison 
has taken control of Ken in the same way as 
Cammy and uses him to attack Ryu! Balrog has 
a head-butting contest with Honda as Guile 
takes on Bison. The fight has more twists and 
turns than you could possibly imagine. Apart 
from that we are not revealing anything! 


While NMS could watch the Chunners shower 
scene for all eternity we will have to make do 
with the desperate bedroom struggle as Chun Li 
fights for her life against Vega! The surprise 
attack catches Chun Li off guard and she suffers 
plenty of cuts from Vega's Iron claw before 
retaliating with Spinning Bird kicks and finally 
using a Hundred Foot Kick to Vega's face 
knocking him through a wall and out of the 
building! The attack leaves Chun Li in hospital 
and her U.N partner Guile vows to make 
Bison's cronies pay! 


AS (TSmS) 






























otice something different 
about me this month? No. 
t’m not wearing a new 
mackerel-based cologne. What? 
Of course I’m wearing male 
underwaer! Look, can’t you see? 
I’ve been re-drawn! Crudely, true, 
but re-drawn all the same. Rather 


YOU’RE HARD 

Dear SEAL 

Please publish my letter or else I shall throw a major wob¬ 
bly, go psycho and rip up all my brother's NMS mags. And 
if I accomplish this hazardous mission without being 
brained, eviscerated or disembowelled by my brother I 
shall create such major rumblings within the walls of my 
most luxurious bedroom that all the buildings throughout 
the world (including NAZIS) will erupt in cascading gouts of 
flame and the ancient and vile blob shall awaken from its 



a lot of you had a go, 
in fact, but / thought 
Adam J Spiers of 
Coventry caught the 
true spirit of my 
character, so he is 
this month’s winner 
of the NMS goody 
bag. Think you can 
do better? Well it 
can’t be that difficult! 
So scribble your let¬ 
ters and drawings 
and send 'em off to 
NECK-PUNCHING- 
ANKLE-BITING-PIL- 
LOW-MUNCHING- 



Ooh, nearly but not quite. Peter Parr 
of Reading's effort is preety good, but 
he can't draw flippers for toffee. 


icy slumber and attack NAAS and all 
related products (including staff) 
thus destroying your entire produc¬ 
tion line. On the other hand, if you 
do publish this, I shall win a bet 
with my friend, Cytres, not have to 
do any of the above and shall send 
you all a card by E-AAail. 

Jamaican Citrus Fruit 
SEAUSeems to me the last thing 
your brother did to make you so 
scared of him was ram a dictionary 
down your neck, now you're spew- 
ing everything back up in a way that 
would embarrass David Coleman. 

So what are you trying to say? That 
you're proud of your lovely bed¬ 
room when the truth is you fight the 
dog for its basket at night. Or is it 
that you desperately need to go for 
a dump, in which case your strange 
references to awakening the 


HADDOCK-FILLET- 
ING-KIPPER-SMELLING-MAIL- 
BAG!, NMS, 30-32 Farringdon 
Lane, London ECIR 3AU. 


ancient and vile blob and creating 
major rumblings would, at least, 
make a bit of sense. The only reason I answered this was 
out of curiosity: It will be interesting to see you E-mail a 
post card! 



SEALS 


LIAR! LIAR! 

Dear SEAL 

rd like to complain about the Q&A section in issue 28. 
Chris Fielding wrote in asking bout a cheat to be the boss¬ 
es on AAK2 and you said there wasn't one. So get in the 
cupboard and start eating your underpants because there 
is! On the character selection screen press Right, Up, Up, 
Right, Left, Up, Down, Down, R and R and you can now 
choose to play either Kintaro or Shao Khan. Have you fin¬ 
ished your underpants? You have? Good. Now get into the 
sock that's been sitting under your bed for ages gathering 
fungus. If you don't I'll tell the RSPCA what you do to your 
dog. 

Chris Garvey, Glasgow 

SEALOh drear. In case you hadn't noticed Seals don't wear 
socks and I don't have the tools to break several thousand 
feet of rock to find them even if I did. There is no Boss 
cheat Garvey so it is you who ought to chow down on those 
special, peanut-butter special undies so you can go breath 
your nonsense over some lesser magazine's pages and see 
if they believe you. People like you make my whiskers curl. 

LIVING IN THE PAST 

Dear SEAL 

Why, why, why don't you review more NES and Game Boy 
games? Please review Darkwing Duck for the Game Boy in 
your next edition. Never give people daft names like sell- 
otape or vile American brats. By the way, what on earth is 
an Ultra 64? You should review Wrath of the Black AAanta 
on the NES because it says NES and Game Boy on your front 
cover. 

Ian Warents, Sunderland 

SEALThough you do have a point Ian, there's not much 
point reviewing ancient NES stuff like Wrath of the Black 
Manta. Darkwing Duck is getting on a bit too. As for daft 
names, Sellotape was my mother's maiden name so mind 
your tongue! Ultra 64 is Nintendo's new washing powder. It 
washes your whites whiter than White Bait leaving them 
smelling fresh as scampi fries. I can't believe the difference. 


(Above)nother contender, geoffrey Burns' sketch 
might have won if only he remebered the apostro 
phe in Seals. Thicky! 

(Below) Mummy I'm scared. Please tell Stephanie 
Allman not to send any more pictures. Please 
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admit I do write exactly like a half^eaten steak, hmm. And a 
sloppy haddock too, yes. Of course they show the famous 
'Death of John Wayne' on TV all the time don't they. Ho ho. 
You know, if you asked someone nicely they might just agree 
to giving you a good, hard kick up the backside. You'd be sur- 
i prised how much good that would do you,. 


TOO SAD FOR WORDS 

Dear SEAL 

DONKEY KONG SONG 
Oh Donkey Kong, oh Donkey Kong, 
waiting for you has been so long. 

Now you have come with Diddy Kong, 

I will sing you my special song. 

Uow with your family, yes the Kong's, 
that's Cranky, Funky and candy Kong 
Just bottom-bash those Kremling spies, 
the kind of which you despise. 

Then go to beat big King K Rool. he is the great big rotten 
fool. 

He's stored your nans in a ship, 
go beat him now, go let it rip. 

The swots at Nintendo had a plan, 
to make the next Superman. 

They all wanted no Mario, 
so Donkey Kong here we go. 


(Above) Is is a tragedy? Is it a sad example- of cata 
strophic crayonal ineptitude? No. it's James 
Sweatland's entry into the Seal compo. Never mind. 


While other games look so bland. 

Don't worry Donkey Kong's at hand. 

All the people stand and gape, 
at this great big rendered ape. 

If you're tired of the rest, 
just sit down and play the best. 

Push the others out the way, 

DKC you'll want to play. 

The best game we all agree, 
is Donkey Kong Count-er-ee. 

Rendered pictures, dazzling sound, 
and all for under fifty pound. 

Oh Donkey Kong, oh Donkey Kong, 
we've all been waiting oh so long. 

Now that you are finally here, 
we all give out a great big cheer! 
Richard Billis, Wiltshire 
SEAbl smell of fish and Seal's the name, 
I bring comfort to the lame, 

I thought I'd answer you in rhyme, 
but changed my mind just in time. 
Poetry's not my game, you see, 
and your song brought me great misery. 
So up your kilt you little squirt, 
and no, you get no free T-shirt, 


BORE 

Dear SEAL 

I am deeply disappointed with DKC and SSF2.1 mean the 
graphics, sound and playability are dope and all, but the 
lastability is crap, it's worse than neighbours. For 
instance on DKC, I finished it within two days and with a 
percentage of 94%, and SSF2, oh my God, I finished it 
the first time I played it, on hard with Cammy. Now I've 
done it with every character on every level. DKC shouldn't 
have got 94% for lastability, it should have been 57% 

C, Wise, Seaford 

SEALLastability doesn't just refer to the amount of time it 
took you to complete it, you dunderhead! It also makes 
allowance for a game's shelf life and the likelihood of a 
player returning to it over the period of a year, I don't 
need to revisit details about what makes DKC such an out¬ 
standing game and I'm quite prepared to stand by the 
marks we gave it. As for finishing SSF2 first time, you 
want a medal? I think you want to spend some more time 
learning some social skills. Now off with you, oik! 


(Below) Aaron Spiers doesn't realise that simply 
substituting my head for Her Majesty's does not ful¬ 
fill the competition brief. Yet another thicky, tch! 


IA///VE WOMEN AND SCH- 
LONd 


A SNOB WRITES... 

01 SEAL! 

I am writing to ask you for a little favour, like bagger off! I 
can't help noticing how sad you are to people who waste the 
paper to write to you. I mean, recently you shamed a Lion 
king fan and probably put him in a coma of pity. Also if you 
are a SEAL I was thinking how similar you are to your food. 
The way you write is just like a half-eaten steak or a sloppy 
haddock thrown from Tesco's. Now if I say anything sarcastic 
about this letter I will personally go round to your Council 
flat and watch you filling up tissues whilst watching the 
death of John Wayne. Sod off you flipper-faced git! 

Rumpled Stiltskin 

^EAbMeanwhile, back on earth. Hi there Rumpled, Got a 
fyproblem with my slagging off the Lion King have you. Got any 
, /deo what a lion would do to my furry coat if he got his paws 
on it. Rip it to shreds, that's what! So I think I've got every 
right to bloody slag off bloody lions, haven't II Yes, I must 


(Below) Yes I know, it's Geoft Burns again. No, I 
qjpn't know how he managed to aet two oics in. 


NINTENDO RAP 

This is a rap about Nintendo, 

C'mon guys let's see Mario! 

Oh no look Koopa's got Cocktail Bear! 

Mario must save her! 

Now Mario has saved her! Are you alright Cocktail Bear? 
Oh no, Koopa's back, 

I think he needs a whack! 

You leave Cocktail alone! 

"Watch it Plumber 
or I'll turn her in stone!" 

Oh no you won't! 

Don't worry, he won't! 

Jenny Green 

SEAL:Erm, yo, homey holmes! Big up to the, aah, max and, 
like what medication are you taking for your condition? 


(Below) Joe Holdsworth sent this one in. It's no 
wonder that the guy's a little annoyed. Looks like 
he's just stepped in a fresh dog-log. 
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READER SYSTEM 


Look, / know that the whole purpose of a Q&A section is so 
that you can get your questions answered but do you realty 
have to start each and every blessed letter with ‘‘Please 
answer my questions”? It's not that there's anything funda¬ 
mentally wrong with that particular opening gambit, it's just 
that, well, I get so bored of reading it time after time. So next 
month I want to see some new and interesting entrees and i'll 
send something grey, plastic and game-related to the author of 


the best one. Can't say fairer than that, in the meantime quell 
your copious quandaries and queries by couriering your quen 
relous correspondences to IF ! GUARANTEE THAT THE FOL¬ 
LOWING COMMUNICATION DOESN'T START WITH “PLEASE 
ANSWER MY QUESTIONS” WILL YOU AT LEAST DO ME THE 
COURTESY OF OPENING THIS LETTER? Q&A, NMS, Priory 
Court, 30-32 Farringdon Lane, London, EC1R 3AU. 


RIP VAN WINKLE 
WRITES 

O Dear Andy 

Please answer my ques¬ 
tions, this is the first 
time I have written to 


you. 

1. In issue 28 in your Super SF2 
review you said "young Ryu sets 
on a quest to recruit some new 
blood..." but as I was starting to 
play SSF2, when Ryu's stats came 
up, I found out he is in fact 30 
years old. Who is right, you or 
Capcom? I wouldn't exactly say 
that 30 is young, would you? 

2. Which, would you say, is the 
best platform game? 

3. Are there any cheats for UN 
Squadron? 

4. Is DKC as good as everyone 
says It is? 

5. Is StarWing any good? 

6. Would you recommend Mario 
Paint? 

7. Can you tell me Ryu's Fireball 
move and his Flying Spinning 
Kick? 

Scott C, Cheshire 


O ANDY:l. Sorry, can't 

answer this first question 
as I've misplaced me 
Bifocals and some chaf¬ 
fer's stolen the batteries to me 
hearing aid. Eeh, young people 
today etc... 2. Super Mario World 
still rules the biggest in our books. 

3. Try going to the Option screen 
and hold down Y, X and A for a 
harder difficulty setting. If it 
doesn't work don't blame us 'cos 
it's a well old game and our 
memories aren't what they used 
to be. 4. Now why would every¬ 
one say that it is if it isn't? Tch! 5. 
Oh Lordy... 6. I'm starting to lose 
my patience now. Where the hell 


have you been the last few years 
anyway? 7. Oh, go away... 


DONKEY KONG 
DONKEY-BOY 

O Dear Andy 

Could you please 
answer the following 
questions. 

1. Is there a release date for 
International Superstar Soccer? 

2. IN DKC I can't find one of the 
two hidden rooms in Barrel 
Cannon Canyon. I've found the 


coming out for the Super NES? 

5. What RPG should I get (Not 
Zelda)? 

6. Should I buy Pop n' Twinbee 
for £25? 

Arsenal fan, Rudheath 

O ANDY:1. Feb 24 is the 
date for you to stick in 
your diary. 2. Then you 
must be particularly bad 
at games, so I'm not telling. 3. If 
there is anyway possible, get 'em 
both as they are two superb 
games. 4. No. 5. Secret of Mana 


NES? 

4. Is it worth buying a Super 
Scope? 

5. Is FIFA 95 going to be 
released for the Super NES? 

6. What Is the best Soccer game 
to date on the Super NES and 
Game Boy? 

7. What is the Black Hole on the 
map screen of StarWing, is it a 
secret Warp? 

8. What Football team do you 
support? 

Mr Unknown, Fantasyland 



O ANDY: 7. No news on 

either of those, alas, but 
maybe if we all join 
hands and prey hard to 


one where you throw the barrel 
at the wall, where is the other 
one? 

3. Should I get MK2 or ISS? I like 
fighting games and Soccer 
games. 

4. Any chance of Cruis'n USA 


the god of gaming. Nnnnggg. 2. 
Sometime later this year appar¬ 
ently, and that's as specific as 
Nintendo are being. 3. We're told 
there is a War/o game in the 
pipeline, will that do? 4. Given 
the lack of decent Super Scope 
games, I'd say no. 5. No 
announcement has been made 
yet but no matter. International 
Superstar Soccer is on the way 
and that's the best footy game 
ever. In the whole world and stuff. 
6. ISS for the Super NES and 
Soccer for the Game Boy. 7. Yes it 
is, you get to it by shooting the sil¬ 
ver asteroid with the face on it on 
the first asteroid field. This only 
appears if you shoot the middle 


is ace, also look out for Soul 
Blazer, Illusion of Time and Final 
Fantasy 3. 6. seems a fair price 
for a fair game to me. 


SEQUEL-SEEKER 

g Dear Andy 

Please can you answer 
my questions. 

1. Will there ever be a 
Super Metroid 2 or a Metrold 4? 

2. When will StarWing 2 be 
released? 

3. Are any more Mario games 
being planned for the Super 
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asteroid out of the asteroids that 
appear in a linear formation, and 
then you must do it at close 
range. SheeshI 8. A combination 
of Man Utd and Arsenal (and 
Manchester City just in case my 
Dad's reading this) 



MORE KONG 
KWESTING 

Dear Andy 
Here are a few ques¬ 
tions, answer them, 
damn your eyes... 

1. On Street Racer's Music Test 
there is one called "The Chiefs" . 
Is this a secret bloke? Tell us 
please. 

2. Do you know the cheat to get 
to the Secret Tracks without win¬ 
ning all of the cups? 

3. What is Crazy Cup? 

4. Print the 10 turbo starts 
please. 

5. Do you know how to get to the 
Sheep-shearing level on 
Earthworm Jim? 

6. When you finish DKC Cranky 
says "I could finish with one life 
and under an hour." Is this a hint 
to get a better ending? 

7. Do you get a different ending 
with 100%? 

8. What percentage did you get? 
Darren Bolton 


O ANDY:h Nope. 2. Yep 

3. It's the Custom Cup 
option 4. They're all 
about timing so they'd 
be impossible to print the guide¬ 
lines in the booklet from Issue 28 
and you'll suss it out. 5. Never 
heard of it! But Paul has gallantly 
offered a Kit Kat to the first per¬ 
son to find it. 6. We don't reckon 
it can be done in normal play and 
the only way to do it is by using 
the warps and even then there's 
no difference in the ending. 7. 
Noperama. 8. The office record 
os currently standing at 101%. 



MULTITAP 
MINCINGS 

Dear Andy 
Please answer my questions 
about the Super NES. 

1. I have a Multitap with Micro 
Machines and Street Racer. I also 
have FIFA Soccer, NBA Jam and 
Super Bomberman. Are there any 
other games worth getting that 
use the Multitap? 

2. Is it worth getting the Super 




Game Boy if I have 15 games for 
the Game Boy? 

3. Do you know anything about 
Street Fighter the film? 

4. On Mario Kart, 150cc, 
Mushroom Cup, 1st track I can 
get 00'58'66, can you beat that? 

5. Who is your favourite charac¬ 
ter in MK2? 

O Oliver Pearson, Debdale 

ANDY:!. You've pretty 
much got all the good 
ones currently available covered, 
but you might also want to try 
NBA Live 95 (like FIFA but in bas- 
ketbollular form and thoroughly 


ace), Bomberman 2, Super Tetris 
3 and the upcoming Panic 
Bomberman. 2. If you're still buy¬ 
ing Game Boy games. I'd say go 
for it as most of the newer ones 
are Super Game Boy compatible 
and games such as Space 
Invaders and Wario Blast are best 
played on this format. 3. Seen it 
mate - it's one of those films that 
some would say is so-oo bad it's 
actually quite good. Take it from 
me, it's not - it's just plain bad. 4. 
Of course I can. 5. A special hid¬ 
den character called Keith-orr. 

O PARK RANGER 

Dear Andy 

Please answer my ques¬ 
tions. 

1. Is there a cheat for SSF2 on 
the Super NES? 

2. Will Theme Park be worth buy¬ 
ing? 

3. Will any more Rare games 
come out for the Super NES? 

4. At the moment I only have 
Mario Paint, SSF2 and Nigel 
Mansell. Apart from DKC, what 
next? 

5. Will Theme Park be able to 
use the mouse? 

6. Is Kick Off worth renting for a 
while? 

David Lawrence, Thackwell 

O ANDY:1. To get 10 

turbo stars simply press 
Down, R Up, L, Y, B, X 
and A when the big Turbo logo 
appears. 2. I hope so. I've been 
playing the Mac version for 
months and it's ace. 3. Apart from 
DKC2 I don't know. 4. No home 


should be without a copy of Mario 
Kart, Mario World, Mario All-Stars 
and Zelda. Get hold of them with 
all haste and ask me again when 
you're bored. 5. So we're told. 6. 
No. 


COMM/SS/ONER FOR 

O RACE QUALITY 

Dear Andy 

Please answer my ques¬ 
tions 

1. What is the best four-player 
Tennis game on the Super NES? 

2. Are there any new racing 
games coming out for the Super 


whether any of the other new¬ 
comers could manage such a 
feat. 


PLOK RULES. 

HONEST! 

O Dear Andy 

I think your magazine is 
great, so please could 
you answer my ques¬ 
tions. 

1. What are your favourite plat¬ 
form games apart from 
Earthworm Jim and DKC? 

2. What do you think of 
Pilotwings? 

3. When will we see a full review 
of the Ultra 64? 

4. Why don't you have an A-Z of 
cheats like other mags? 

5. Why do strange people like 


NES? 

3. Which of the new consoles do 
you reckon will have the best 
graphics and sound because I'm 
hoping to buy one. 

John Barber, Birmingham 

O ANDY: 1. Smash Tennis. 

2. Mansell Indy Car, Top 
Gear 3000, Hebereke 
Race spring to mind, but 
the one to look out for has got to 
be Micro Machines 2. 3. I'm 
putting all my pocket money 
towards an Ultra 64. The internal 
hardware was used to run Killer 
Instinct at last year's CES and it 
was exactly the same as the 
incredible Arcade version. I doubt 


Stuart Jones write in? 

6. Why doesn't Gary Harrod find 
me attractive? 

Thankyou for answering my 
questions and keep up the good 
work 

Adam Spiers 

O ANDY:l. Well, all the 
Mario games for a start 
and Plok. It's a real 
unsung classic and cool¬ 
er than Kirby for definite. Paul 
also insists that I mention Super 
Ghouls n' Ghosts which is pretty 
smart too, I suppose. 2. Very orig¬ 
inal, very tricky and very good. 3. 
When someone builds one. 4. We 
do a cheats booklet about twice a 
year, any more often is dull and a 
waste of space. 5. For the same 
twisted reasons people like you 
do. 6. Gary only fancies young 
Peruvian stoats so I'm afraid that 
your chances of a long and fruit¬ 
ful releationship are extremely 
unlikely. 


ssoms) 























aurn mmtuuu. 


j 


08:S9 




Whilst the exploits of the Emergency Services are the stuff of much 
thrilling literature and compelling film/television series, the same can 
hardly be said for computer games, in the safe and sanitised world of 
gaming there is little place for such dramas and these everyday 

heroes remain largely unsung. 
^ matter that Marubeni intend to 
put straight with the forthcoming 
release, The Firemen. 


V, K ' - 




I’m □K.but my little boy is 
! alone on the 4th floor. 


T he action is set in the early years of the 
21st Century;it^s winter in New York and a 
Christmas party is in full swing at 
Metrotrech Chemicals. Whilst the revellers 
regale a fire is spreading from the kitchen and 
is threatening to engulf the whole building. 
Pete and Daniel of D-Sector Fire Brigade are 
the first on the scene, only to learn that this is 
no simple blaze. There is a store of the highly 
explosive chemical MDL in the basement and 
overexposure to heat could send it, the party- 
goers and the building sky-high. So, as the 
doomsday clock ticks away, Pete and Daniel 
must attempt to rescue any survivors and get 
the unstable chemical to the roof where, hope¬ 
fully, they can blow the water tower and cool 
things down somewhat. That's if you'll be good 
enough to lend a hand... 


‘M (ABOVE) '"Scuse / a mo', Dan. That coffee 
fg goes straight through you, doesn't it!" 


DAMAGE BXPENSIK PROPERTY WITH A HIGH-PRESSURE HOSE! 


HUGH, PUGH, BARNEY MCGREW... 

Despite the fact that there are always two Fire-fighters on screen at ail 
times, the aforementioned Pete and Danny, the Firemen is only a one- 
player game. Players only have the option to control the blaze-busting 
actions of Pete, the CPU takes control of Danny. This is not as bad as it 
sounds, though. Danny is played very intelligently and will dive in to dig 
your scorched ass out of trouble on more than one occasion. It Is also 
Danny that helps take rescued victims to safety. Aside from Pete and 
Dan, several other members of D-Sector put in the occasional appear¬ 
ance too. Max and Walter are another fire-fighting team and are work¬ 
ing independently in other areas of the building, and Winona works 
back at head office, radioing in with pertinent bits of information when 
the need arises. Another character the lads are bound to run into at 
some point is Frank Weller. Frank is the architect of the building and he 
doesn't take kindly to criticism of his building's fire-safety precautions. 
He does, however, know the building like the back of his hand, so is 
useful for obtaining directions. Even if he is a bit of a toffee-nosed git. 


BACKDRAFT DODGERS 

As the action heats up and the flames spread throughout the building, 
our firey funsters find they have to use every means at their disposal to 
dampen the impending disaster. Obviously the best way to put out most 
fires is with a fire-hose. These Firemen have theirs on their backs, 
attached to a never-ending water supply. There are two ways of using 
the hoses, a powerful blast clears away flames at high level whilst a 
finer spray sweeps away those creeping flames that spread across the 
floor. If things become too hot to handle there is a final option - the 
Extinguishing Bomb. This handy item effectively blows out all flames in a 
limited radius and is quite devastating against the various bosses the 
lads encounter. The only other limitation to this device is that Pete and 
Dan can only carry a limited amount of them, so sparing use is advised. 


























(gameb 


A nuclear device Is exploded off the South American coast The CIA, 
from military intelligence satellite pictures, notice a luxury yacht escap¬ 
ing the area. Picture enhancement reveals two suspicious figures 
aboard, watching the devastation through high-powered binoculars. 
They are none other than the fugitive Carlos Ortega and the vicious son 
of General Kilbaba, Their nefarious plans are made dearer a short time 
later when Washington DC itself comes under attack,,. 

Now we don't want to put you under too much pressure but the American way of 
life is under threat and the fate of the Western World lies in your hands and all our 
pilots are away on holiday. You wouldn't mind stepping in for them, would you? 


MISSIONS IMPASSABLE 

Each mission in the game is actually several missions in one. The first 
mission, for example, has the player firstly protecting several National 
Monuments that are under attack, before moving on to destroy enemy 
HQ that are only revealed once the first part of the mission has been 
completed. Once the enemy HQs have been destroyed the game steps 
up a gear and you must locate and destroy moving car bombs before 
they destroy your properties. One mistake and it's game over, buddy. 


(RIGHT) "Him, 
get him over 
there. That one 
running for 
cover. Shoot! Go 
on get him! So 
what if he's a 
civilian? Yeh, get 
the women and 
children too!" 
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(LEFT) Well that's 
you good and 
told off. Don't be 
such a dork next 
time. I mean 
how are you sup¬ 
posed to find the 
carbombs now, 
eh? Answer me 
that one. Sheesh! 


TOOL UP AND FUEL UP 

Unlike most shoot 'em ups whose principle combatants seem to run on 
some kind of miracle fuel and possess an everlasting supply of ammo, 
the Chopper in Jungle Strike need regular replenishment in order to 
complete its many missions. To this end, should players find their copter 
low on fuel or ammo, there are several locations dotted around the DC 
locale, where some kind soul has seen fit to deposit supplies of said 
items. The precise locations of these handy pick-up points is revealed on 
the mission map. Shooting the various trucks that patrol the roads often 
reveals extra ammo too. As well as, erm, totally killing the driver too... 










































































AmCK OF THE MUTANT KILLER BUHHIES 

So how do you reckon a Rabbit in a Top hat sees off any oncoming ene¬ 
mies, then? By gathering up nuts and berries and chewing them up into 
deadly missiles? By producing killer magicians out of their hats? Nah, 
the reality is far less interesting,well, for this particular comedy bunny at 
least. Our brave bun adopts the suitably whizzy attack mode of turning 
himself into a temporary whirlwind, wiping any roaming rascals from his 
path. While this attack is 
fine for blowing away 
most enemies, as a gen¬ 
eral rule the ones that 
are larger than Whizz 
are not affected by this 
breezy barrage. 


(RIGHT) I'm late! 
I'm late! Tm dead 
late! I'm so late 
you just wouldn't 
believe it. Oh, is 
that the time! 


It's a crying shame that animals are abused tor our own amusement, isn’t 
it? / mean where’s the humour in performing Seais baiancing footballs 
atop their noses in the name of entertainment? Or dressing Chimpanzees 
up and making them drink tea? And where, pray tell, do Titus get off on 
the idea of sending a top-hatted Bunny Rabbit off through a series of iso¬ 
metric landscapes, leaping from platform to platform, negotiating haz¬ 
ardous enemies and generaily spinning its way through puzzle-filied 
themed environments. Do you think they even stopped to consider the 
Rabbit’s feelings in titis? Did they chuff! And to be quite honest we don’t 
care either. Ladies and Gentlemen, ! give you Whizz, coming to a Super 
NES near you soon. Look at the littie blighter go. Ho ho ho! 


INI/ESIIGATE INTERESTING ISOMETRIC ENVIRONMENTS 
CIRCUMNAVIGATE SCINTILLATING SCENARIOS 
CONTROL A DAFT RABBIT IN A TOP HAT 




(ABOVE) 

Everyone has 
their boss to bear, 
and my one's 
flinkin' heavy I 
don't mind telling 
you! Oof! 
Ooargh! Yer... 


WATERSHIP UPS AND DOWNS 

The wacky worlds in which Whizz wanders are indeed most whimsical. 
Split into four distinct areas the wampaging wabbit first negotiates the 
pitfalls of a green and unpleasant land patrolled by mini-dragons and 
other fairly harmless harassers. Thence VYWizz travels to a snowy world 
inhabited by beached fish and perilous pyramids, the location of keys 
to unlock areas plays a big part here. After that life is definitely not a 
beach for the beleaguered bunny as the seaside location proves far 
from amusing. Whizz is asked to employ such bizarre modes of trans¬ 
port as trampolines and bouncy castles to avoid the lobsters and frog¬ 
men barring his way. Lastly the lad enters a world of games where 
enormous chess pieces threaten to check our mate. No matter how 
wondrous or wicked these worlds are, though, they all share one thing 
in common - a very punishing time-limit. If Whizz fails to find the exit 
or a time-extend within 50 time units, this rabbit is definitely stew! 
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BOMB BUSS 

On the ocean floor our intrepid 
rescuer has few tools to assist 
him in his mission. He is, howev¬ 
er, the proud owner of a tidy 
hoard of bombs that enable him 
to remove obstacles from the 
safe passage of the rescuees. 
Once a bomb is placed in posi¬ 
tion, the timer in the bottom left 
of the screen informs of the time 
remaining before it detonates. 


SHARK FODDER 

From the very start of any room the 
figure is set as to how many people 
have to be rescued from that partic¬ 
ular location. If by any chance one 
too many of your entourage happen 
to incur serious injury, the screen 
goes a darker shade of black and 
you lose a life. Shucks. 


COLOUR CRISIS 

The 100 rooms have been split 
into five colour coordinated areas 
of 25 rooms each. As you 
progress through the game and 
complete sections of the ship, 
you'll soon realise this spells 
trouble as the colour coding indi¬ 
cates tighter margins and more 
people to save without casualty. 


(ABOVE) Giles 
suddenly realised 
that drawing the 
short straw 
wasn't a wise 
decision. 

Especially as they 
were playing 
kamikazi piggy¬ 
back catching. 


Already an established outfit in Megadrive gaming circles, coders 
Zeppelin have turned their hand to the Super NES in deep sea rescuing 
stranded sailors and passengers sort of puzzling way. 

By means of cunningly timed switchings and bombings, players are 
given the task of rescuing the passengers and crew of the unfortunate 
SS Lucifer — a cruise liner sunk completely intact, but with only a limited 
amount of air in reserve. With TOO rooms to 
complete, the action is in tune with the 
Lemmings style of rescue or die at an ever 
increasing pace. 








































Hands up those of you who are familiar with an actor named Julian 
Sands, Hmm, just one or two of you. Okay, hands up anyone who went to 
the cinema to see a film called 'Warlock” a couple of years ago. Only a 
couple of you again, this is not very good. Alright then, hands up all 
those of you who have deliberately ignored, or have never even noticed 
the dusty old video of Warlock at your local Video store, Whoah! Nearly 
all of you, that's more like it! Here's another question for you - hands up 
all those of you who'll be rushing out to the shops to buy the game of 
the film when it is released by Acclaim in the near future? Come on, lets 
see those hands now,,, 


Okay, so the licence might be about two years out 
of date and the film itself was neither that well- 
known or particularly great, but that doesn't neces¬ 
sarily make for a crap game. Or does it? Obviously 
we can't rate the game at the moment, but early 
impressions seem to be quite favourable. The game 
takes the form of a Flashback/Blackhawk-style plat¬ 
former with the player in control of the mys¬ 
tery main character as he battles in vain 
against the hordes of the evil, collecting / 

powerful rune stones on his way to final / 
battle with the titular Warlock. Seemingly 
normal people turn into zombies, statues / 
come to life and dogs transform into / 

werewolves, all in the blinking of an eye, / ! 

and, being as they're already pretty 
much dead, they each take several hits v 

before finally giving up the ghost. 1^ v.. 


Our hero, whatever his name is, is a bit of a bud¬ 
ding Warlock himself and is known to summon up a 
bit of magic to defeat his enemies when the need 
arises. In fact he has three magic methods at his 
disposal. The first and easiest to use is his Psychic 
blast - a simple plasma bolt that is medium in 
strength and fairly rapid firing. Secondly he is able 
to utilise a magic orb that seems to follow him 
everywhere, this is slightly stronger and is useful for 
dropping more distant foes, but it follows an unpre¬ 
dictable path and is slow to fire as it takes 
time charging up. Lastly 
r ^ power of his magic 

wHyt Jr spells. Our boy doesn't start 

W the game with many of these 
W I ^ but he can find others within 
H S M the platform environs. Only a 

V ■ & % few are useful for attack, oth- 

B \ ers provide him with invinci- 

■A \ bility or restore lost energy. 
BK \ If all this mystical malarkey 
sounds like your cup of 
J potion, keep your snake 
eyes peeled for the magi- 
cal NMS review in the very next issue. 


(ABOVE) Hah! 
Simple jug¬ 
gling fricksl 
Fools the 
undead practi¬ 
cally every 
time! 


(ABOVE) Erm... abra- 
cadoobriel Abrababal 
Uhh, abblecadabblel 
Ooh mother! 


SEEK OUT AND COLLECT THE MYSTICAL RUNES 
UTILISE POWERFUL MAGIC SPELLS 
DONA RAINCOAT AND FIGHT THE FORCES OF EVIL 




N i ntendo' 


MAGAZINE SYSTEM 


IT STARTEP WHEN I WAS YOUNG. SRmNG OUT THE 
CHEAP PAPY FOOP ^^Y ^^U^A TRiEP TO FORCE POWN ^^Y 
NECl^. AS I grew OLPER | WOULPN'T PE SATlSREP WITH 
JUST ANY OLP TOY; I WANTEP THE SUPER PELUXE SETS 
WITH FREE TOI^ENS TO SENP OFF FOR LIMITEP EP|T|0N 
ACCESSORIES. AS | APPROACHEP MY TEENS I SOUGHT OUT 
IMPORTEP CPS OF HARPCORE GROOVES; COMPLETE WITH 
PONUS TRACkfS. LYRIC SHEETS ANP EVERYTHING. IfONE OF 
YOUR CHART TRASH FOR THIS STYLISH INPIVIPUAL. AHEM. 
'OH YES I'M A QUALITY JUNiClE. ANP PROUP OF IT 
PROPLEM IS, aASS COSTS ANP I'M CURRENUY SO CUR¬ 
RENCY CHALLENGEP I'M STRUGaiNG TO MAINTAIN MY 
CREPIPILITY. 50 I THANIC MY LUCl^Y. GOLP-PLATEP |N A 
SPECIAL GIFT SET. AUTOGRAPHEP PY ANPY MCVlHlE STARS 
FOR THE KM5 SUPSCRIPTION OFFER. BASICALLY, WHAT I 
get is twelve QUALITY ISSUES FOR THE PRICE OF TEN. 
THAT s miLV^ FOR TNC PRXCC OF 
nnn! OF COURSE THERE'S MORE TO THIS OFFER THAN 
THAT. r'M NOT STUPIP. THE FACT IS | ALSO GET TO SEE 
lfM5 PEFORE THE HIGH STREET SHOPS HAVE HAP A 
SNIFF OF IT. WHICH MEANS |'M TOTALLY aUEP Up PAYS 
PEFORE ANYONE ELSE. 

'IfOW I PONT WANT PEOPLE CRAMPING MY STYLE OR 
ANYTHING, PUT THIS OFFER'S OPEN TO ANYONE - MUCH 
AS I HATE TO APMIT |T. 50 IF I WERE YOU, WHICH I'M 
APSOLUTELY NOT OKTAY. I'P SIGN ON FOR THIS EXCELLENT 
PEAL right now.' 


To take out a subscription to Nintendo Magazine System complete the form 
and send with payment to : Nintendo Magazine System, Subs Dept, Tower 
Publishing, Tower House, Sovereign Park, Lathkill Street, Maricet Haiour, 
Leicester, LEI6 9EF. 

{or if you want to pay by credit card call our subscriptions hotline on 01858 
468888 quoting source and offer codes) 

I wish to subscripe to Nintendo Magazine System and I enclose a 
cheque/postal order made payable to Emap Images Ltd for S. 

□ UK [Offer Code: F02) : g24.50 

□ Overseas surface : £33.40 

□ Air Europe : £36.70 

□ Air Zone! ; £50.00 

□ Air Zone 2 : £57.50 

□ Eire ; £33.40 

Source Code : IFl 8 

NAME ;. 

ADDRESS :. 

POSTCODE:. 

SIGNED:.:. 

(Parent or guardians signature if under 1 8 years) 

All subscriptions will be processed as quickly as possible, but you should allow 
28 days for the order to be processed and expect to receive the first avalible 
issue after that. 

Subscriptions guarantee: remember, if you are not completely satisfied with 
your subscription, you can cancel at any time and get a full refund for any 
unmailed issues. 


□ Tick here if you do not wish to receive any direct mail that Emap Images Ltd 
feels may be of interest to you. 
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ACCLAIM 


SUPER NES 


he best four-player game EVER is back and it's badder than ever. Just about 
every aspect of the game has been upgraded and improved. All the teams have 
been updated with three-player rosters to allow for substitutions, new dunks 
have been invented, the action is faster, smoother and the enhanced gameplay 
makes for a more skilful game and there are some 38 secret characters plus a host 
of other cool cheats besides. I could go on about this game all night, but I need to 
get some sleep - I was up all last night playing it, you see. We love it, even if it does 
look identical to the last one. Buy it like you've never bought before. 


ACCLAIM 


SUPER NES 


nd you thought the Madden series was the be-all and end-all of American 
Footy games on the Super NES. Think again! Acclaim's Quarterback Club is 
here, kicking the various Maddens swiftly into touch with its sheer number of 
plays at the coach's disposal. It also has superb animations and demonstrates atten¬ 
tion to the smallest detail. What impresses the most in this superb simulation is the 
unprecedented level of control — no matter how complicated the tactics used, play¬ 
ers are always in command and able to call a custom audible before, or switch 
between players after, the snap. Importing custom quarterbacks is a novelty that not 
only adds personality to the cart, but allows players to really stamp their identity on 
their chosen team. You need not suffer the jibes of Sega owners any more. 












SIDE POCKET 




> MARUBENI 

SUPER NES 

his is it! The chance you've been 
waiting for. The chance to don a bri-nylon 
Mister Buy-rite sweater, let out 
that hideous beergut you've been 
trying to hide and queue up to cue 
up with the rest of the fat-lad exam 
failures down the local. There again, 
why bother when you can simply 
purchase Marubeni's latest pub-ular 
offering. Side Pocket, instead. Based 
on the "sport" of Pool, Side Pocket 
takes one player on a fascinating 
journey through the pool halls of 
North America, in an attempt to 
become Grand Hustler. Or 
Something. There is also a skill shot 
game and, naturally, a great two- 
player option. If Pool is your bag, 
rack this one up. 
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The NMS team is busy cramming their mouths full of travelling 
pills and stocking up on Mills & Boon novels in preparation for 
next month. Not because they enjoy either of these ihin^>jgj^ 
fust that it's the 'done thing' when undertaking long trips 
abroad. If you don't believe us, ask Paul's Mum! 

After puzzling over their Weetabix Atlas, here's where they'vfta 
decided to go and what they intend to do there. ' ■ 


DONKEY KONG lAND 

Having had Donkey Kong Country for the time be 

(actually they werejB|pwn out!), the lads exploit Donkey Konj^^ 
for all it's worth and mail you the details. . 
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THEME PARK 

Better than Alton Towers — probably. Difference is you don't lose ybur 
lunch on the coach home. Reid all about Bullfrog's multicoloured 
laugh next month when NMS OH^gs you back the EXCLUSIVE review. 

MEGA CITY ^ 

Home of Judge Dredd. NMS is hopmgtihe great man will be at home 
wh^q^they colfJlEqt let's not build our hi^es up too much. An EXCLU- 

tSafe return. 


SIVE ^fst loo.k is promised upon the lai 


Thfesi^xciting pfaces'and MORE! It's exb 
% eh readers? 


NMS ISSUE%Sl ON 


jusf^fi^ding about it, . 



tm 







PGA TOUR GC3LF 


STUNT RACE FX 


SJlpJT^mTc^ociSy superSnoShejedi 


KEVIN KEEGAN 


KIRBY’S DREAMLAND POWER RANGERS MARIO LAND 2 LEMMINGS 2 MORTAL KOMBAT 2 ALADDIN 

14.99 24.99 19.99 16.99 25.99 23.99 


OO^JKEY^ 

19.99 


SUPER NES GAMES 

• > NEW GAME 

ACYRAiSER 2 .40.99 

AODAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT.24.99 

ADDAMS FAMILY VALUES .35.99 

AIR CAVALRY*.39.99 

alien vs PREDATOR.33.99 

ARCHER MACLEAN’S 

SUPER OROPZONE .38.99 

BAF.^Y.EY SHUT UP AND JAM!.35.99 

batman RETURNS.26.99 

BATTUYECH •.44.99 

BEAU r V AND THE BEAST.39.99 

BIKER WICE FROM MARS.40.99 

BOXIN!.: LEGENDS OF THE RING .40.99 

BRUTAL .39.99 

BUBSY .15.99 

BUBSV 2 ^ .38.99 

CANNCN -ODDER .40.99 

CARRIE- ACES .39.99 

CHOPLI ■.SR3.29.99 

chuck; -XK .19.99 

CLAYFIG; iTER 2 - JUDGEMENT CLAY • 49.99 

CRAZY Ci lASE • .39.99 

DEMOLI nON MAN •.39.99 

DESERT - GHTER •.19.99 

OONKEN :ONG COUNTRY .49.99 

DRAGO^i .39.99 

EARTHY LTM JIM .49.99 

EEKTHECAT .34. 

FIFA SOCCER .35. 

FLINTSTONES (THE MOVIE).35. 

FULL THK. ;TTLE RACING. 


LEGEND. 

LEMMINGS 2. 

LETHAL ENFORCERS (WITH GUN). 

LION KING. 

LORD OF THE RINGS* 

LOST VIKINGS . 

LOST VIKINGS 2 * . 

MADDEN '95 . 

MANCHESTER UNITED CHAMPIONSHIP 

SOCCER (DUE APRIL) . 

MARIO ALL STARS . 

MAXIMUM CARNAGE. 

MEGA MANX . 

MICKEY’S ULTIMATE CHALLENGE * . 

MICKEYMANIA. 

MICRO MACHINES . 

MORTAL KOMBAT . 

MORTAL KOMBAT 2 . 


35.99 

45.99 

59.99 

48.99 

37.99 

19.99 

45.99 

37.99 

36.99 

39.99 


SUPER BOMBERMAN f4 PLAYER GAME) 19.99 

SUPER BOMBERMAN 2.40.99 

SUPER KICK OFF 19.99 


SUPER MARIO KART .... 
SUPER MARIO WORLD . 


..33.99 

..19.99 


38.99 

45.99 


.99 


COU N • DtoUCT £3 UNTIL MAR 31 

hurric. ;;es . 41.99 

INDY JON .^S’ greatest ADVENTURE 48.99 
COU N - DEDUCT E3 UNTIL MAR 31 
INTERNA - iONAL SUPERSTAR SOCCER 

(RATED 96% BY NMS) *.39.99 

JELLY BOY.36.99 

JOHN MA' DEN‘93 .9.99 

JUNGLE LOOK.37.99 

JUNGLE .."RIKE .39.99 

JURASSl: PARK .19.99 

JURASSi;; PARK 2 .42.99 

KEVIN KEEGAN PLAYER MANAGER.19.99 

KICK OFF 3 .41.99 


MR TUFF *. 

NBA ALL STAR CHALLENGE 

NBA LIVE ‘95 (BASKETBALL) . 

NFL QUARTERBACK CLUB *. 

NHL‘95 (ICE HOCKEY) . 

NHLPA‘93 ICE HOCKEY .... 

NIGEL MANSELL’S INDYCAR . 

NO ESCAPE* . 

PACMAN2* . 

PGA TOUR GOLF. 

PINBALL FANTASIES . 

POP ‘N’ TWINBEE . 

PORKY PIG *. 

POWER RANGERS . 

POWERDRIVE . 

RISE OF THE ROBOTS . 

SECRET OF MANA . 

SENSIBLE SOCCER . 

SIDE POCKET *. 

SIM CITY. 

SMASH TENNIS . 

SOUL BLAZER . 

SPARKSTER . 

STAR TREK: STARFLEET ACADEMY * 

STARGATE *. 

STARWING . 

STREET RACER . 

STREETFIGHTER 2. 

STREETFIGHTER TURBO. 

STUNT RACE FX . 

SUNSET RIDERS. 

SUPER BC KID* . 


..40.99 
24 99 
..44.99 
..49.99 
..37.99 
14 99 
..50.99 
..38.99 
..34.99 
..19.99 
..32.99 
..23.99 
..41.99 
,.44.99 
..37.99 
..57.99 
..33.99 
..19.99 
.41.99 
..19.99 
..34.99 
..40.99 
..34.99 
..37.99 
,.49.99 

14.99 

34.99 


41.99 

26.99 

40.99 


SUPER METROID. 41.99 

SUPER MORPH . 35.99 

SUPER PUNCH OUT • 39,99 

SUPER RETURN OF THE JEDI.48,99 

SUPER STAR WARS .34.99 

SYNDICATE .37.99 

TERMINATOR 2 - THE ARCADE GAME ...19.99 

THE ADV. OF BATMAN AND ROBIN .48.49 

THE BRAINIES .37.99 

THE DEATH AND RETURN 

OF SUPERMAN.39.99 

THE MASK* .37.99 

THE SIMPSONS 

- ITCHY AND SCRATCHY * .38.99 

THE SMURFS •.33.99 

THEME PARK (DUE APRIL) .36.99 

THUNDER IN PARADISE •.41.99 

TINY TOON ADVENTURES 

- BUSTER BUSTS LOOSE.26.99 

TRUE LIES* .49.99 

TURN AND BURN.19.99 

UNIRALLY* .39.99 

VORTEX.45.99 

WARIO’S WOODS •.34.99 

WING COMMANDER 

- SECRET MISSIONS .19.99 

WORLD CUP USA ‘94.19.99 

WORLD LEAGUE BASKETBALL .12.99 

WWFRAW* .38.99 

X KALIBRE..39.99 

YOGI BEAR - CARTOON CAPERS .39.99 

ZELDA 3 - LINK TO THE PAST .26.99 

GAMEBOY GAMES 

ITEMS MARKED SG WILL PLAY IN FULL 
COLOUR WHEN USED ON THE SNES WITH A 
SUPER GAMEBOY ADAPTOR 

AKIRA* .22.99 

ALADDIN (SG) .23.99 

BCKID2* .25.99 

BUBSY 2* .22.99 

CHOPLIFTER3.18.99 

DAFFY DUCK - THE MARVIN MISSIONS 19.99 

DARKWING DUCK .19.99 

DESERT STRIKE .23.99 


DONKEY KONG‘94 (SG) . 

FLINTSTONES (THE MOVIE). 

GOLF*. 

JELLY BOY.. 

JUNGLE STRIKE (DUE APRIL). 

JURASSIC PARK 2 . 

KIRBY’S DREAMLAND . 

KIRBY’S PINBALL. 

LEMMINGS.. 

LEMMINGS 2 

LION KING . 

MERCENARY FORCE 
MICKEY’S ULTIMATE CHALLENGE • 
MICRO MACHINES .. 

MILON’S SECRET CASTLE •. 

MORTAL KOMBAT 2 

MYSTIC QUEST . 

NINTENDO SOCCER 

(WORLD CUP STRIKER)- . 

PAGEMASTER . 

PINBALL FANTASIES . 

POWER RANGERS (SG) . 

RACE DAYS - 

FOUR WHEEL DRIVE AND 

DIRTY RACING. 


..19.99 

..22.99 

..14.99 

..19.99 

..23.99 

..19.99 

..14.99 

..18.99 

..14.99 

..16.99 

..25.99 

14.99 
..22.99 
..25.99 
..24.99 

25.99 
..18.99 

..14.99 

..23.99 

..21.99 

..24.99 


..21.99 

..22.99 

..14.99 

..19,99 

..24.99 

.19.99 

.19.99 

.19.99 

.22.99 


ROBOCOP VS TERMINATOR •. 

SENSIBLE SOCCER 
SPACE INVADERS (SG) 

STARGATE•. 

SUPER MARIO LAND 2 
SUPER MARIO LAND 3 - WARIO LAND . 

TETRIS 2 (SG) . 

THE SMURFS *. 

TINY TOON ADVENTURES 

- MONTANA’S MOVIE MADNESS.19.99 

-WACKY SPORTS .19.99 

VIKING CHILD .16.99 

WARIO BLAST* .22.99 

WWFRAW* .26.99 

YOGI BEAR - GOLD RUSH.19.99 

ZELDA - LINK’S AWAKENING .16.99 



SUPER NES + DONKEY 
KONG COUNTRY ___ 

AND ONE CONTROL PAD 111.99 

SUPER NES WITH STARWING 

AND ONE CONTROL PAD .79.99 

SUPER NES WITH 
STREETFIGHTER TURBO 

AND ONE CONTROL PAD .79.99 

SUPER NES MARIO ALL STARS 

WITH SUPER MARIO 1, 2 AND 3 
PLUS LOST LEVELS GAME 
AND ONE CONTROL PAD 89.99 


NIN ENDO SUPER GAMEBOY ADAPTOR .44.99 

FOR SUPER NES. ALLOWS YOU TO PLAY 
GAMEBOY GAMES ON A SUPER NES, 
SELECT COLOUR SCHEMES (FOUR 
COLOURS) AND CREATE AND SAVE 
YOUR OWN DESIGNS. ENHANCED 
GAMEBOY TITLES MARKED “SG” WILL 
PLAY IN FULL COLOUR 



A SCART TV/MONITOR GIVES A PIXEL- 
PERFECT, MONITOR-QUALITY PICTURE 

SONYKVM1400 14” FST 
COLOUR SCART 
TELEVISION/MONITOR 

WITH REMOTE CONTROL. 60 CHANNEL 
TUNING, REAR SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, BLACK 
TRINITRON SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE 1 OR 2, 
_ SUPER NES, CD32 OR 3DO) 

SON 14" COLOUR TV (GREY) .194.99 

SON\ 14" COLOUR TV + FASTEXT (GREY).244.99 

SHAF P 14” TV/MONITOR -i- FREE SCART LEAD 169.99 
SHAr > 14” (TELETEXT) COLOUR TV/MONITOR 184.99 

WITH REMOTE CONTROL AND SCART INPUT. TELETEXT, 

ON SCREEN DISPLAY, 40 CHANNEL PROGRAMMABLE 
MEMORY, ON/OFF TIMER 

FOR FREE SCART LEAD PLEASE STATE 
SNES, MEGADRIVE 1 OR 2, AMIGA. CD32, JAGUAR OR 3DO 

LEADS 

HI-FI AUDIO LEAD - SUPER NES TO STEREO 

U.5 Me RES. SNES CONNECTION TO 2 X PHONO PLUGS).12.99 

JJONit. a LEAD - SUPER NES TO PHILIPS CM8833 MKII OR 
<-BM 10«4S MONITOR.12.99 

®CART LEAD - SUPER NES TO TV WITH SCART INPUT.9.99 


_ 

PHASE 9 MULTI 


PLAYER ADAPTOR 


(FOR STREET 


RACER, SUPER 


BOMBERMAN AND 


OTHER 4-PLAYER 


GAMES) 


14.99 


SUPER NES EXTRAS 


ASQIIPAD SN JOYPAD 

FOR SUPER NES. 

WITH SLOW MOTION JL 
AND TURBOFIRE “ 
12.49 





FIGHTER STICK SN 

FOR SUPER NES. 
ARCADE STYLE 
JOYSTICK WITH AUTO 
FIRE, TURBO FIRE AND 
SLOW MOTION 
24.99 _ 


FREEWHEEL STEERING 
WHEEL FOR SUPER NES. 
PLUGS INTO JOYPAD PORT. 
SUITS MOST DRIVING 
GAMES 
19.99 


,SAV£ 

-£fC 



LOGIC 3 LOGIPAD SN 
WITH MICROSWITCHED 
DIRECTIONAL CONTROL 
AND AUTO FIRE 
13.99 


QUICKJOY SN PROPAD 

FOR SUPER NES WITH 
SLOW MOTION & TWO 
SPEED AUTOFIRE 
12.99 


QUICKJOY SN 
PROGRAM PAD 

PROGRAMMABLE 
JOYPAD HOLDS UP TO 
THREE PRESET 
MOVES IN MEMORY. 
IDEAL FOR GAMES 
WHERE SPECIAL 
MOVES USING MORE 
THAN ONE BUTTON ARE REQUIRED .19.99 


QUICKJOY SN 
PROGRAM 
I JOYSTICK 

f FOR SUPER NES 
^ PROGRAMMABLE 
WITH AUTOFIRE AND 
SLOW MOTION 
24.99 




LOGIC 3 SPEEDPAD SN 
FOR SUPER NES. WITH 
AUTOFIRE 



SAITEK 

MEGAMASTER 1 

FOR SUPER NES 
WITH AUTOFIRE 
AND SLOW MOTION 
14.99 



^ -- 

SAITEK MEGAPAD 6 f 



WITH MICROSWITCHED 


NINTENDO CONTROL 

DIRECTION CONTROL 


PAD FOR SUPER NES 

AUTOFIRE AND SLOW 1 


16.99 

MOTION 1 

PHASE 9 

■■ .. --JT 

12.99 


OBLITERATOR 
WITH AUTOFIRE 
(TWO SPEED) AND 
SLOW MOTION 
12.49 






QS190 MAVERICK 2B 
JOYSTICK 
FOR SUPER NES 
10.99 


SUPER ADVANTAGE 
lOYSTICK WITH 
SLOW MOTION, 
TURBOFIRE AND 

AUTOFIRE .20.99 

PHASE 9 MULTI PLAYER ADAPTOR 
(FOR STREET RACER, SUPER BOMBERMAN 

AND OTHER 4-PLAYER GAMES).14.99 

DUST COVER FOR SUPER NES .5.49 


♦ •• 


GAMEBOY 

EXTRAS 

KONIX G.B. HOLSTER FOR 
GAMEBOY (ATTACHES TO 
BELT) .4.9 

LOGIC 3 


GAMEBOY DELUXE 
PROTECTOR CARRY CASE 

WITH COMPARTMENTS FOR 
GAMEBOY AND SIX GAMES 
9.99 



SAITEK BOOSTER BOY 
FOR GAMEBOY. 

HOUSES CONSOLE, 
TURNING IT INTO A 
TABLETOP MACHINE WITH 

SCREEN LIGHT AND ^ 
MAGNIFIER, JOYSTICK, 



SOUND AMPLIFIER, CARTRIDGE AND 
EARPHONE STORAGE. REQUIRES GAMEBOY 
MAINS ADAPTOR OR BATTERIES . 19.9! 

LOGIC 3 MAINS ADAPTOR.8.9! 



LOGIC 3 GAMEBOY 
RECHARGABLE 
BATTERY PACK....9.99 

(FITS INTO BATTERY 
COMPARTMENT GIVES UP 
TO 7 HOURS PLAY - MAINS 
ADAPTOR REQUIRED) 


SONY SRS-P3 MINI 
STEREO SPEAKERS 
FOR PERSONAL 
STEREO OR HAND 
HELD CONSOLE 
12.99 



HEAVY discounts <. ./ 

HUGE ronyc 
10am to 8pm Doily 

FREE -16 page colour catalogue - just phone 

01279 600204 

Order by fox on 01279 726842 > well fax bock to confirm receipt 


["WE OnIy SUPPLY'MiM^ERS BUT YOU CAn’oRDER AS Y(5u”joiN"| 

I Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a | 
I selection from our extensive range and includes at least £30 worth of coupons for • 
I additional savings on top products. Members are under no obligation to buy anything, i 

I MEMBERSHIP FEES UK EC WORLD | 

j ONE YEAH a months; 7.00 (i.oo) 9.00 (6.ot) 11.00 (7.ooj j 

I One year price includes six issues of Special Reserve magazine with £180 of XS Coupons { 


All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 


Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

- ALIBI 

(BLOCK CAPITALS please) 

Name & Address_i 

o 

Q 


Postcode 


Phone No_Machine. 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 

item 


item 


item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 40p per posted item or £10 overnight hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT £ 

Cheque/P.O./Access/Mastercard/SwitchA/isa 


CREDIT CARD SWITCH 

j EXPIRY DATE _SIGNATURE_(ISSUE NO_) 

} Cheques payable to: SPECIAL RESERVE at j 
I P.O. BOX 847, HARLOW, CM21 9PH > 

I Inevitably some games listed may not yet be available. Please phone to check availability. | 
I Prices and offers may change without prior notification. SAVE = Saving off full retail price, i 
I PRICES CORRECT AT TIME OF GOING TO PRESS. 26.1.95 E .&O.E. 

1^ Inter-Mediales Ltd, 2 South Block, The Mailings, Sawbridgeworth, Herts. CM21 9PG. j 



PC, CD Rom, Amiga, CD32, Sega, ^» o 

Nintendo, Atari. Apple, Sony, Philips and 3DO. 

All official UK products, all at HEAVILY discounted prices 
Order by post, or by phone or come to one of the Special Reserve 

OPEN lOom to 8pm CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Meltings SAWBRIDGEWORTH near the train station 

Over 200,000 people hove joined Special Reserve 


WE ONLY SELL GENUINE UK PRODUCTS 

AMIGA (D32 CRITICAL ZONE PACK. 

.220.00 

ATARI LYNX BATMAN RETURNS PACK 

...29.99 

MEGADRIVE WITH SOFTWARE. 

...69.99 

SEGA 32X WITH £50 VOUCHERS ... . 

..149.99 

ATARI JAGUAR + CYBERMORPH ... . 

..179.99 

PANASOHIC 3D0 + PEBBLE BEACH GOLF 

385.99 


GAMEBOY DEALS 

GAMEBOY WITH BATTERIES .37.99 

GAMEBOY+CASE, TETRIS, SUPER 

MARIO LAND & BATTERIES .59.99 

GAMEBOY+CASE, KIRBY’S DREAMLAND 

AND SUPER MARIO LAND 3 (WARIO) .67.99 

-t-CASE DEALS INCLUDE FREE BLACK BAG, WELL PADDED WITH 
FOUR SEPARATE COMPARTMENTS AND A SHOULDER STRAP, 
SUITABLE FOR MANY ITEMS INCLUDING CAMERAS 
LOGIC 3 MAINS ADAPTOR FOR GAMEBOY . 8.99 












































































































































































































































































































WeVE SAI/ED THE BEST 



ENTERTAINMENT SYSTEM 


KONAM! 


smmm. 













